


TIME MACHINE 

Sizzling 4-D A 

action! # 

BLOODWYCH 

| Two-player RPG 
* classic for the 
C64! 

PARADROID 90 

The amazing * 

Amiga conversion! 


GOLDEN AXE 

From the Turbo 
Out Run team! 


9 770954 867004 


Nol 
FOR 
CBM 64! 


BRITAIN’S BEST-SELLING COMMODORE GAMES MAG! 


A NEWSFIELD PUBLICATION 

No.65 SEPTEMBER 1990 


WITH CASSETTE 
^ US $4.50 


PLUS 

AMIGA GAMES! 


PREVIEWED 









BASED ON THE AWARD WINNING 
INTERNATIONAL BEST SELLERS - LAST NINJA I AND II 

SYSTEM 3 SOFTWARE LTD., BLENHEIM HOTJSE. 1 ASH HILL DRIVE, PINNER, MIDDLESEX HA5 2AG Tel: 081 866 5692 Fax: 081 866 8584 

AVAILABLE ON SPECTRGM, AMSTRAD CPC, C.64, ATARI ST AND AMIGA 




:.HS. 


27 M0SATAPE 9 

All you need to know about this month’s megatape 


43 MODEM MANIA 




W\ 


mm. 




i 


' GUMSHOE GAMES 


Nik Wild explores the wonderful world of Micronet. > 
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Ed Stu visits I 


Software to see their latest coin-op conversion. 


10 MURDER 

There’s over 3 million differ 
for budding sleuths to solve in US 
Gold’s C64 and Amiga Sizzler. 

14 TIME MACHINE 

Puzzling action to warp your brain in 
Vivid Image’s second successive 
Sizzler. 

70 PARADROID ‘90 

The classic droid game is finally at 
last onto the Amiga. 
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> SHADOW WARRIORS, the latest, greatest 
and most ambitious martial arts coin-op 
game now rages onto your computer 

F= EATU 1 O 

interactive scenic backdrops. The secrets 
of the Ninjitsu assassination techniques 
have been handed down since the 
Mediaeval wars..now they live on in the 
jungle of the American metropolis. A thousand 
years of the Ninjitsu secrets at your fingertips... 
Take your techniques to the streets 


adidas^ 


Natural and responsive player movement and 

■ >ne-touch joystick 

authentic soccer 
action. Realistic 

computer aided 
team control 
and the micro's 

monitoring all 
add up to make 
this the easiest 
and the most 


g soccer game 
W ever devised for 
' the home computer. 

TAKE ON THE WORLD! 
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The hit coin-op game bringing espionage 
and action with 9 levels of thrills and 
excitement. Innovative game features with 
a host of differing scenarios from high- 
powered sports cars to underwater guerilla 
warfare. Rescue a beleaguered nation 
from the oppressive regime of the 'Council 
for World Domination'.'’ 


FAST 


The "POWER UP" coin-op hit from Data East 
brings super-action to your micro ^ 
screen. Join the 

crusade against - - — — 

the awesome / 

powers of King / 'ilF 

Crimson - the manic 
scientist, and his 
Crimson Corps - a 

mere earthlings ! ''9L 
transmuted into ! '\;' W a 
treacherous I 

fighting machines- f 

giant armoured % ifj 

tanks, lethal circular \ % Bi 

saws, airborne \ X ! j 

fighters, mechanized jm 

snakes and many moreN\ ||§|^J I 
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Things are looking up for Neil Archer of Wednesfield in 
Wolverhampton, he’s won a €20 software voucher for his 
charts entry! Good on ya Neil, and you lot keep sending your 
votes for your favourite games into your favourite mag 
every month! Send those charts votes (your top three for 
each chart) to The Charts , ZZAPl, Newsfield, The Case 
Mills, Temeside, Ludlow, Shropshire SY8 1JW. 

C64 GAMES 

1. Rainbow Islands (Ocean) 

2. Turrican (Rainbow Arts) 

3. Turbo Out Run (US Gold) 

4. MicroProse Soccer (MicroProse) 

5. Stunt Car Racer (MicroStyle) 

6. Speedball (Imageworks) 

7. International 3-D Tennis (Palace) 

8. The Untouchables (Ocean) 

9. 4th Dimension (Hewson) 

10. Ghouls ‘N’ Ghosts (Oapcom/US Gold) 

AMIGA GAMES 

1 . Kick Off 2 (Anco) 

2. Rainbow Islands (Ocean) 

3. F-29 Retaliator . (Ocean) 

4. Stunt Car Racer (MicroStyle) 

5. Dungeon Master (FTL/Mirrorsoft) 

6. Kick Off (Anco) 

7. Strider (Capcom/US Gold) 

8. Player Manager (Anco) 

9. Midwinter (Rainbird) 

10. Turrican (Rainbow Arts) 

C64 MUSIC 

1. The Untouchables (Matthew Cannon) 

2. Turbo Out Run (Maniacs of Noise) 

3. Retrograde (Steve Rowlands) 

4. Wizball (Martin Galway) 

5. Turrican (Rainbow Arts) 

AMIGA MUSIC 

1. Blood Money (Ray Norrish) 

2. Xenon 2 (David Whittaker) 

3. LED Storm (Tim Follin/Mike Follin) 

4. Stormlord (Maniacs of Noise) 

5. Jumping Jackson (S Picq) 

COIN-OPS 

1. Teenage Mutant Hero Turtles (Konami) 

2. Golden Axe (Sega) 

3. G-LOC (Sega) 

4. Turbo Out Run (Sega) 

5. Special Criminal Investigation (Taito) 


ADVANCED FIGHTER 

? ^bomber 

f Mad Bomber Hogg flies a suicide mission in Fighter Bomber 
Advanced Mission Disk. (Amiga) 








Amiga Fighter Bomber sizzled in Issue 59, complete with a mission 
designer. Now Activision have put together their own disk of 
customized SAM-packed missions, complete with new targets and 
some subtle changes to gameplay. The 1 6 new missions are not 
for novices, with an incredible density of targets. One mission has 
a 90 minute time limit and another features a terrorist meeting 
aboard a flotilla of surfaced submarines! There aren’t that many 
new graphics, ie the subs, a new radar site and SAM launchers, 
but the recon facility has been altered so you can’t zoom in so 
close. This makes it tricky identifying which targets to hit until you 
arrive there. 

Costing just £14.99 the Fighter Bomber Advanced Mission disk, 
which must be used with a copy of Fighter Bomber itself, offers lots 
of challenge to fans of the game. It’s a pity there’s no C64 version 
and there aren’t any dramatically new mission-types, they just 
seem harder, but fans should like it and the price is reasonable. 

Out now. 


MO Cilll. MO 

You still haven’t got a copy of Newsfield’s Games Master 
International yet? Ah well, 2ZAP! will still keep you up-to-date with 
all the most exciting developments in play-by-mail. GBM (Games 
By Mail) is a brand new PBM company which has bought three 
games, has one under development and is looking for more to buy. 
The three established games are the chart-topping wargame 
Crisis , a 100-player trivia game called Trivia , and Star Cluster , a 
SF exploration/conquest game. If you want to try one of these 
games write to Colin Kilburn at Games By Mail, 5 Town Lane, 
Little Neston, South Wirral, L64 4DE. Your first two turns are 
free, with subsequent turns costing £1 .50 each. 


TIN MEDALS 

Of late there seems to have been a little confusion in several 
software houses, with them mistakenly assuming some of their 
games had won Sizzlers. Firstly, Domark put a Sizzler logo on the 
packaging for Amiga Cyberball (the actual mark was 72%), then 
Sales Curve advertised for programmers with the claim that Ninja 
Warriors achieved 92% (actual marks: 79%/82%) and finally 
System 3 put a Sizzler on their Flimbo’s Quest ads although the 
game has yet to be reviewed. 

It seems nowadays the only way to be sure an award is real is to 
regularly read the reviews in Oscar-winning ZZAP! 








It’s the bee’s knees and other 
bits as well! It’ll fill your 
underpants with glee! 

Yes, Megatape 9 is here with 
two cracking complete games 
for you to play. First off, there’s 
that web of intrigue, Dicky’s 
Diamonds. You’ll have loads of 
fun guiding Dicky The Owl 
round Stephen The Spider’s 
webs. It’s a hoot! Then there’s 
the totally exclusive, previously 
unreleased Starace — a slickly 
presented space race game by 
ace programming team, 
Denton Designs. 


▼ The countdown is almost over and you’re in last place. Pedal 
to the metal time in Starace. 


But we’ve saved the best 
news till last: this corking 
cassette is only the start of a 
series Imt marvellous 
Megatapes. In the next few 
issues ZZAP! will bring you 
even more thrills and spills with 
loads of great games plus 
some incredible demos of the 
latest, greatest releases — all 
just for you. 


Due to ‘internal restructuring’ at 
the Newsfield Empire, ZZAP! is 
back up to full reviewing 
strength with a new staff writer 
joining us next issue. We’d like 
to thank all the people who 
applied for this job — the 
response was absolutely 
tremendous — and we’ll be 
keeping the best applications 
on file for any future vacancies. 
In the meantime we hope to 
make ZZAP! an even more 
exciting read (and finally get 
some holidays!). 


g arcade game 


BIG FUN WITH 

SONIA 


▼ A not-really-that-famous five 
of Childline fund-raisers. Let’s 
hope Sonia doesn’t sing! 


All the major software and hardware manufacturers are now 
counting every single minute to the start of the biggest computing 
event of the year. Picking up where the PC Show left off, the 
Computer Entertainment Show will open its doors to the public at 
Earls Court, London on 15th and 16th September. Big names in 
attendance will include Ocean, US Gold and Activision along with a 
‘galaxy of stars’ to promote the show’s connection with Childline. 
The children’s charity (headed by TV ‘personality’ Esther Rantzen) 
will receive a share of every admission ticket. 
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INTERNATIONAL 




Independent Fantasy Gaming 




GET 

YOUR 

COPY 

NOW! 


GAMESMASTER 
International 
brings together 
all the exciting 
aspects of 
fantasy 
role-playing 
with 

authoritative 


FREE ON 
THE COVER! 

Set-up-and-Two-Turns 
Offer worth £5 to 
sample the KINGDOM 
Fantasy Play-By-Mail 
game! 


coverage 
of computer 
adventures, 
play-by-mail, 
board games, 
live role-playing 
in dark 
dungeons, 
game books 
and fantasy 
miniatures. 


GAMESMASTER Is put together by the top experts 
in the field — all actively involved in RPG: 

Tim Metcalfe and Paul Boughton — the people who 
made COMPUTER AND VIDEO GAMES the UK’s 
No.1 best-selling computer games magazine 
Wayne - president of the British Play By Mail 
Player’s Association and leading fantasy gaming 
writer. 

Plus a team of contributors, including former 
editors of WHITE DWARF, and fantasy authors like 
Terry Pratchett, Michael Moorcock and Joe Dever 
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BRITAIN’S 
BRAND NEW 

INDEPENDENT FANTASY ROLEPLAY 


IS HERE! 


A Newsfield Publication available from all good newsagents, or order a copy dire* 
Ludlow, Shropshire SY 8 1 JW, enclosing a chegue/PO made oavable to NeWi 
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My first few goes of Heat Seeker were met with total 
confusion, the ever bouncing Leg never going where I 
wanted it to go and death proving rapid. A few calls to 
programmer Paul O’Malley and it all become crystal 
clear, revealing a deceptively simple game hiding behind 
a complex scenario. While intentionally weird to look at, Heat 
Seeker is similar in many ways to Paul’s earlier Arac (not least in 
graphic style). Perhaps too similar since although it’s addictive it’s 
also somewhat dated in its gameplay and doesn’t look all that 
special. I’d have liked a lot more change in the graphics with each 
new level (both in the plants and creatures). Nevertheless the game 
is original, demanding enough and the element of exploration makes 
it worth persisting with. 


Thalamus, C64 £9.99 cassette, 
£12.99 disk 

T he Triphyllos Of Nem 

plants are the lifeforce of 
the planet Tantris, 
keeping the populous alive and 
the vast forests pure. But the 
rise of industry has resulted in 
pollution, damaging the plants 
and killing off the forests. 

To combat the approaching 
doom, the Gnostics 
constructed the Leg, a heat 
probe designed to enter the 
most polluted of areas, absorb 
the heat of the Zeal smog 
flames and give it to the three 
plants. The Leg hops around 
the jungle seeking out the Zeal 
flames (eight per level). It can 
even hop up plants and walls, 
or slide along the floor for 
faster movement. To defend 
itself the Leg can shoot the Ball 
which it carries, or use a smart 
bomb (if collected). The Ball 
can also be thrown out to 
collect heat, with the player 
controlling it rather than the 
Leg. 

The heat must be stored in 
the Leg so it can be given to 
the three Triphyllos plants on 
level three. If you have enough 


heat, the plants open petals to 
block the acid rain. You then 
repeat the process — only this 
time at night! If you don’t have 
enough heat you’ve failed and 
must restart. For night 
exploration an infra-red system 
is available, as is a flash gun 
(energy levels permitting). 

The stupid denizens of the 
forest won’t help you though: 
spiders, frogs and flies are 
among the pests which attack 
you. Contact with them (or the 
acid rain dripping through to 
the ground) loses Leg energy. 




▲' Slowly making progress up a colourful and smooth scrolling level. 
The frog is very nicely animated. 


Now it’s finally arrived, Heat Seeker turns out to be an 
innovative and well presented arcade adventure. The 
Leg certainly looks odd — and it could do with some oil 
for its squeaking — but the jungle graphics are very nice. 

The Venus Fly Trap which snaps up the Ball is great, as 
are some of the creatures such as the superbly animated frog. The 
sound effects further add to the atmosphere with some excellent rain 
splashing and frog croaks. What’s more the game itself is quite 
novel, I especially liked how the Ball gathers up heat, and the whole 
Leg/Ball set-up works very well. The basic game structure of 
mapping out the levels to find the flames is still a bit familiar, but 
implementation is novel to appeal to anyone looking for something 
different. All in all, good fun which works very well on the C64 — for 
which the game was designed (for once!). 


With only one life it’s just as 
well energy can be restored by 
absorbing heat energy, while 
chalk will protect you from the 
rain. 

Killing creatures and 
absorbing heat boosts the pass 
counter. When the boost 
counter hits 9999 the Leg can 
teleport to the next jungle level 
to seek new Zeal flames in the 
quest to save the Triphyllos. 
Ecology has never been so 
demanding! 


▼ It’s night-time and there’s only a limited amount of light to see by. 



PRESENTATION 75% 

Neat animated loading screen. 
Practice mode for day and night 
scenes, multiload for each jungle 
can be a bind on tape. 

GRAPHICS 80% 

Lots of colour, with good shading on 
the big plants and some good 
sprites, but there’s not much variety, 

SOUND 76% 

Unusual title music, spot FX range 
from average to excellent. 

HOOKABILITY 68% 

The control method can be 
frustrating to master but once you 
know what you’re doing the game- 
play improves markedly. 

LASTABILITY 73% 

In effect there’s only three levels (the 
night levels are the day levels in the 
dark!) but you’ve got to learn the lay- 
out of each to succeed and the Zeal 


flames are definitely not easy to get 
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A weird but slickly executed sequel 
to Arac, weighed down by false com- 
plexity masking the simple game- 


play 
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Anyone who’s ever enjoyed 
Cluedo will love this. It’s a truly 
interactive whodunnit with plenty 
of witnesses and suspects to be 
questioned. I wouldn’t say it was 
that realistic, what with 
dangerous weapons left lying all 
over the house, but the game 
certainly has a marvellously 
tense atmosphere. The 
monochromatic graphics may 
look a bit dull at first sight but, 
on both machines, they are 
beautifully detailed with an 
enormous variety of art deco 
furniture and period-dressed 
characters who move around at 
will, picking up objects and even 
lighting cigarettes. Interrogating 
characters is a fascinating 
process, often with humorous 
results: in one game two! 
characters were having a secret 
affair which everyone else 
seemed to know about! Even 
funnier (and sicker), the victim’s I 
body is left sprawled on the floor 
for the other characters to walk 
over! Quirks apart, though, 
Murder is a seriously brilliant 

concept, perfectly implemented. 

. . . .. ....... ■ .. . ; 


MRS BRENDA WILLIRMS 
LIES DEAD AT YOUR FEET 

YOUR TASK BEGINS 


people, places, clues and 
motives. 

The maid tells you she saw a 
certain Lord score near the 
scene of the crime just before it 
happened and also that he 
stood to inherit the editorship 
of a popular magazine from Sir 
Stuart. You decide to explore 
the Manor’s four floors in 
search of more clues. 

Movement is achieved by 
clicking the cursor over an exit. 
A map screen comes in useful 
for navigation — and 
knowledge of the house layout 
is also essential for working 
out if a suspect could have 
reached the scene of crime in 
time. 

In many rooms, household 
objects will have been left lying 
around. These can be 
examined for fingerprints which 
can be stored and compared. 
Aha, what’s this on the drawing 
room mantelpiece?: a 
candlestick — some very 
strange prints on this, almost 
alien... hmmm. 


MURDER 

US Gold, C64, Cl 7.99 DISK 
ONLY; Amiga C24.99 
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Murder doesn’t look all that hot at first glance and the idea of taking 
your time analysing evidence, cross-questioning suspects and 
wandering around many a similar mansion isn’t one to set the 
gaming world alight. Amazingly though, the game is incredibly 
addictive, the piecing together of information becoming an 
engrossing task (akin to the best of puzzle games). What is really 
clever is the way the skill levels expand the game challenge 
immensely. Choose a higher skill level and suspects know more 
information (be it relevant or merely red herrings), more events 
happen to disguise the crucial time of the murder and suspected 
murder weapons tend to get moved around more. On novice level 
it’s a nice and gentle trail to follow but come the likes of a 
average/experienced skill level and beyond and you’ve really got to 
be on the ball (even Sherlock Holmes may have detective difficulties 
at Supersleuth level!). Addictive and highly original, Murder is a 
great game to while away the hours with. ' 






interrogation mode, icons from left are: two character lists, (ask A 
about B), ask about a room, object, relationship, erase question, 
make a note and speak question. (C64) 


what’s that laser sword doing 
stuck between your 
shoulderblades? Looks like 
another murder! 

Never mind, by varying the 
date and the name of the 
mansion at the start of the 
game you can investigate 
approximately three million 
uniquely generated murders! 


You can even change your 
sleuth’s appearance (and 
name) by altering his facial 
features, hair and glasses. 
There are four skill levels 
ranging from novice to 
supersleuth. 


R06iN 


Murder is one of those games you’re either going to love or hate. 
The complex web of clues, motives and characters provides an 
excellent simulation of those ever-popular murder mysteries. Of 
course, these mind-bending puzzles can test your note-taking and 
map-making skills, so programmer Grant Harrison provides both 
maps and a surprisingly detailed automatic notebook. This means 
‘all’ you have to do is put the clues together to get your man — or 
woman. You don’t even have to type in any questions, it’s all done 
by icons. Indeed, until you actually play the game, its ambitious 
scope and comprehensive features might seem unworkable, but the 
icon system makes it all very easy to play. Of course with any brain- 
bending game the graphics are secondary but artist Jason Kingsley 
has set the period scene well. The subtle detail and monochrome 
shading work best on the Amiga due to higher resolution, but the 
C64 still looks pretty good and the large number of different rooms is 
impressive. There’s also some limited, but excellent sound FX on 
both machines. If you fancy yourself as a sleuth, you can’t miss this! 


Y The icons are, from top to bottom, go into question mode, display house maps, display notebook 
take fingerprints, examine fingerprint files, wipe object clean, take object and make an arrest. 
(Amiga) — — — — 
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PRESENTATION 88% 

Good range of locations, easy-to- 
use icon system, four skill levels, 
automatic note-taking and change 
your sleuth’s appearance option. 

GRAPHICS 85% 

Monochromatic but atmospheric and 
well detailed, with everything from 
toilets to four-poster beds and 
armour (and including the kitchen 
sink!). 

SOUND 72% 

No music, but some nice FX such as 
whispering when people talk, owl 
hoots outdoors and some squeaking 
floorboards. 

HOOK ABILITY 89% 

It takes a little getting used to, but 
the icons make complex ideas easy 
to understand and master. 

LASTABILITY 95% 

Over 3 million different murders to 
solve, plus four skill levels. 
Surprisingly compulsive, as soon as 
one murderer is caught you want to 
nab another. 


OV 


Clever, innovative and addictive 
the ultimate whodunnit! 


PRESENTATION 90% 

Impressive loading screen, plenty of 
locations, four skill levels, one load 
and automatic note-taking. 

GRAPHICS 74% 

The restrained, realistic settings 
don’t work as well as on the Amiga. 
But they’re effective enough and 
there’s plenty of variety. 

SOUND 72% 

Most of the excellent, superbly 
atmospheric Amiga FX have been 
duplicated. 

HOOKABILITY 85% 

The icons aren’t quite as clear, but 
you soon get the hang of things and 
crime-solving has never been more 
addictive. 

LASTABILITY 96% 

Over 3 million murders on your C64! 
An immense amount of playability to 
keep you occupied for ages. 


An absolutely fascinating and 
compulsive detective game. 
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T he Forth Empire has . 
occupied the five 
planets of the Junos 
star system and turned them 


missiles in time honoured 
xenophobic fashion. Energy 
can be topped up by collecting 
special capsules, so you might 
just be able to penetrate the 


The Amiga version 
was slow and unex- 
citing, so little was 
expected of the C64, 
but it turns out to be 
quite impressive. Covering four 
disk sides it features loads of 
large, detailed graphics moving 
very quickly. The clouds, briefly 
seen guardians and the fire 
leaping up in Salamander fash- 
ion are all good. But it can still 
get a bit confusing, and the 
gameplay soon gets repetitive. 
Full marks for effort though, and 
hopefully the graphic routines 
might be reused in a (gasp!) 
original C64 game. 


Activision C64 £9.99 Cassette, 
£14.99 Disk 


A Penetrating a fortress in this graphically impressive coin-op 
conversion. 


The C64 game is long overdue and never really could 
come across with anything like the original’s visual 
quality. At least programmer Neil Coxhead has gone for 
the ‘feel’ of the coin-op with its fast pace and sheer mass 
of graphics getting thrown at the player. With Probe 
lending a hand on the front-end and the axeman Martin Walker 
providing good sonics, it’s all slickly done. Inevitably though, without 
the awesome graphics the weak, limited gameplay lets it down. 


vjALAXY 

FORCE 


into fearsome military bases. 
Only the elite Galaxy Force 
pilots can save the day... 

Start the battle on any of the 
planets and use lasers and 


fortress at the heart of the 
planet. Once inside it’s a simple 
matter of squeezing through 
the barriers, punching home 
the killer blow to the planet 
guardian, and zooming off into 
space for the next planet. 


PRESENTATION 77% 

Smart select-a-planet scene 
accompanied by separate intro for 
each planet, reasonable multiload on 
disk (tape doesn’t bear thinking about), 
handy level-restart feature. 

GRAPHICS 71% 

Impressive number of fast moving 
expanded sprites with masses of 
colour although it can get messy when 
the action hots up. 

SOUND 68% 

Above average tunes for each level, 
but title tune is best. 

HOOKABILITY 64% 

Select-a-planet option allows you to 
see a lot of the impressive graphics 
quickly. The fast paced action is 
instantly playable. 

INSTABILITY 52% 

Gameplay is repetitive, somewhat 
confusing and pretty tough with a fast 
dwindling energy supply to see you 
through five large planets. 


I OVERALL] 
I 56% 


Ambitious and respectably 
programmed but mediocre gameplay. 



Mindscape/SportTime, C64 
£14.99 disk only 

T he latest in 

SportTime’s Omni- 
play series is a 
simulation of the ‘sport of 
kings’. Up to four players can 
compete against computer 
opponents in a tournament, 
not riding or training horses 
but betting on them. Of 
course, professional punters 
don’t simply use luck to win 
— so all the important 
statistics about all 128 


horses’ and 15 jockeys’ 
previous races are available 
including race distance, track 
condition, and winning time. 
And if you’re a mere 
pinsticker you can buy a tip 
from an expert computer 
player — if you trust them 
enough! 

When all bets (including 
various combinations) have 
been placed the race section 
is multiloaded in. The horses 
are shown side-on, galloping 
down the straight, the view 


▼ Guess which horse Phil put his money on, yes it’s Finally Ferrando! 




Aaargghhh! I just can’t believe how bad this multi- 
load is. Still, this is a very topical game: by the time 
it’s loaded The Grand National will be upon us again! 
Considering the huge manual, the game is surpris- 
ingly shallow. There’s loads of options but very little 
depth of play and zero incentive to carry on once the thrill of 
winning money has worn off. If gambling was this boring 
William Hill would be out of business! 


switching to overhead (and 
the horses to mere numbers) 
for the bends of the oval 
track. 

The overall winner is the 


This is typical of all 
the previous Omni- 
play games: a 
huge manual to 
read, loads of 
lengthy disk accessing and 
minimal playability. And this 
one’s probably the worst yet 
with very little to do other than 
pore over reams of statistics 
before deciding which horse 
to bet on. Then you have to 
wait four minutes (only about 
two-and-a-half with a fastload 
cartridge!) for the race section 
to load. In racing terms this 
nag should be sent straight to 

the glue factory! 

- 



player who has won the most 
money after a definable 
number of races or the first 
to reach a definable amount 
of winnings. 


PRESENTATION 24% 

Appallingly lengthy and frequent 
disk accessing. Plenty of options 
though. 

GRAPHICS 54% 

Multiloaded pre-race presentation 
screens, okay race graphics with 
good horse animation. 

SOUND 30% 

Muffled galloping effect. 

HOOKABILITY 32% 

The multiload’s a huge handicap 
and studying loads of statistics isn’t 
much fun. 

LASTABILITY 28% 

There’s nowhere near the game 
depth the large manual implies. 


I overajjlI 

31% I 


A taller at the first fence. 
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clay or on the irfdoor courts?... with TIE-BREAK 
you'll soon find out! And the play selection doesn't 
end there - play singles or doubles, select to play 
in all the major tournaments such as 
Wimbledon, Davis Cup, French Open and 
many more. You can then make a racquet 
selection -and that could win you the 
match! 

Featuring all the shots in the book, 

breathtaking animation and amazingly 

realistic speech and sound effects in T.V. 

style presentation make TIE-BREAK the 

out and out winner on any micro. ^ $ 

OCEAN SOFTWARE LTD, 6 CENTRAL STREET, 

MANCHESTER M2 5NS TELEPHONE: 061 832 6633, F V 

TELEX:669977 OCEANS G, FAX:061 834 0650. 
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It’s been a long time since a game as imaginative as this. The game 
operates in such a smart way, eg planting a seed in Prehistoric 
Times then warping into the future and discovering a tree standing in 
its place. That’s not to say this is another arcade game with 
frustratingly obscure puzzles. The solutions are far from obvious, but 
they all seem very logical and the novel time-travelling element 
makes it absolutely compulsive to play. Due to the way everything 
interrelates, the game has to be a single load. Yet the Amiga’s 25 
screens pack in five distinctly different zones, all glowing with plenty 
of colour and imagination. The speech bubbles are fun, and the way 
the Ice Age chimps shiver, turn blue apd then freeze is hilarious. The 
game has an excellent cartoon lodk which really adds to the 
entertainment value. But it's the C64 game which is incredible, 
cramming the same 25 screens into 64K. The quality of the Zones is 
so high you’d be convinced there had to be a multiload, but there 
isn’t! This is a marvellous arcade adventure, great on the Amiga and 
incredible on the C64! 


Modern Day. This makes a total 
of 25 screens, shown in a grid 
at the centre of the control 
panel. Once a Time Zone is 
created its five screens turn 
blue and you can travel there: 
you stay in exactly the same 
position as you were before, 
only the time changes. Often 
landscape features such as 
rocks and trees are still there, 
the river is in virtually all 
Zones. Potts also carries Travel 
Pods which can be dropped 
and teleported back to. 

All this time-travelling is 
crucial because you could be in 
the Middle Ages when the Ice 
Ages stop heating up, 
threatening Man s evolution. So 
you must warp back and fix the 
problem before all the Zones 
collapse, sending you back to 
the start minus a life. You might 
also need some food which 
grows in Prehistoric times, or 
need to change an object which 
will have an effect on a later 
level. Your energy is shown by 
a gauge on the right of the 
control panel: energy is drained 
by walking underwater (!), 
being hit by objects such as 
falling icicles and being hit by 
creatures such as yetis! To 
defend yourself you’re armed 
with a short-range zapper; 








▲ In the mire of prehistory Prof Potts’s quest for the accelerator crystal has only just begun. (C64) 


swamp, river and volcanic 
ground. You must find a way to 
cool the Earth down, killing off 
the dinosaurs, and allowing 
humanity to evolve. If you do 
this successfully another Time 
Zone is created, the Ice Age. 
Here you must find a way to 
heat the planet up. In all, there 
are five Time Zones with the 
Stone Age, Middle Ages and 


Activision Vivid Image, C64 
C9.99 cassette, Cl 4.99 disk; 
Amiga C24.99 


an t afford, or find a 
chrono-charged De 
Lorean? Never fear, Prof 
Potts has his own means of 
travelling through time, with a 
machine in the classic mould of 
HG Wells’s device. The only 
problem is the Prof likes to 
work outside, and as he's about 
to zip off to one million years 
BC (and meet Raquel Welch!), 
terrorists strike! 

The explosion destroys the 
time machine and its vital 
accelerator crystal, hurling the 
Prof a lot further back in time 
that he'd intended. He arrives in 
an era when humans have yet 
to evolve. The future as the 
Prof knows it no longer exists. 
So he must alter history to 
recreate the 20th century, 
allowing him to prevent the 
terrorist attack and live happily 
ever after! 

Prehistoric Times comprises 
five flickscreens. including a 


A Ahh. To think we've all 
evolved from these dumb 
critters — well, except Robin 
who hasn't evolved at all! 





Although Time Machine is 
another flickscreen arcade 
adventure, it’s completely 
different from the blasting 
intensive Hammerfist. There’s 
still plenty of baddies to zap but 
you have more time to think — 
essential with such an 
innovative game. The puzzles 
are so interesting and fun I just 
had to keep playing. Even when 
you work out what you need to 
do, getting it all in the right order 
and using the travel pods to 
best effect is very challenging. 
The graphics are, in my opinion, 
an advance over Hammeliist on 
both machines and the way you 
can interact with them is great. I 
especially like the window on 
the instrument panel which 
shows a picture of any useable 
objects you get close to. This 
saves you trying to pick up or 
use any useless bits of scenery, 
although pretty much everything 
is the game has a purpose. The 
way everything links together is 
a real pleasure to see and, more 
importantly, to play. Definitely 
the best 4-D game out! 


Considering this is one load I’m very surprised by just how much is 
in Time Machine : the wide variety of atmospheric graphics, a 
technically superb Wally Beben tune, not forgetting the sheer 
complexity of the game and the great sense of freedom to do what 
you want makes for an impressive game alright. It’s a nice idea that 
you can’t jupt leave a time period and forget about it; you’ve got to 
keep jumping back to correct past events, then jumping forward to 
manipulate the results and back again to tackle a new problem — 
compelling stuff! The ideas behind Time Machine are very inventive, 
making for a very devious game: it’s akin to the Back to the Future 
movie only much more fun as it’s you that’s manipulating the time 
lines. Just when you think you’re getting somewhere something 
happens in the distant past to make you lose all the time periods 
you’ve reached. It may well sound frustrating but it’s great fun to 
merely experiment with the time zones and there’s a lovely sense of 
humour about it all. I’ve only one reservation and that’s whether 
Time Machine is really a 1 6-bit game, since little has been done to 
expand the game for the Amiga though I must admit it’s great to play 
and looks excellent. 


▼ Modern times, modern problems — Prof Potts tries 
to stop the terrorists who are about to . 

blow him up again. (C64) 


initially it stuns a creature 
(useful if you want to pick it 
up), but prolonged fire might 
kill it. . 


nOfiiOy 


A superbly done time-travelling 
arcade adventure. 


PRESENTATION 70% 

Attractive loading screen and title 
music, with no multiload! 

GRAPHICS 93% 

Five zones and 25 screens 
consisting of top quality graphics. 

SOUND 80% 

Good Wally Beben intro music and 
in-game spot FX. 

HOOKABILITY 94% 

Despite the complex ideas, the urge 
to simply explore is high and with a 
little persistence Zone Two is soon 
created. 

LASTABILITY 91% 

Not only must you work out the 
intriguing puzzles, but maintain the 
Zones against marauding creatures. 


A The Ice Age, and Prof Potts has time 

to drop a Travel Pod before taking on a Yeti. (Amiga) 


The best arcade adventure in a long 
while. 
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Krisalis, C64 £9.99 cassette, 
£14.99 disk; Amiga £24.99 

1 he most famous club 
in the world’ (rubbish, 
that’s Clee Hill Utd! — 
Phil) has had its problems in 
the League recently, though 
Alex Ferguson saved his bacon 
by winning the FA Cup. But 
maybe you still think you could 
do a better job, so here’s your 
chance. As well as making 


managerial decisions you can 
even play for the entire team! 

But before you get your 
boots on, there’s a bit of 
managing to do via the icon- 
driven menu system. Each 
member of squad has a 
position and several individual 
skill ratings. Players aren’t set 
in their abilities though: you 
can use the selective training 
option to improve each of six 
attributes. 


Of course, no amount of 
training will be enough for 
some old sloggers (Bryan 
Robson?! — Phil) so they can 
be sold and new players 
bought via the transfer system. 
You can attempt to buy any of 
the players on the transfer list 
or make a bid for those not 
listed although they’re likely to 
cost more. If another club 
makes a bid for one of your 
players you can accept, refuse 
or even insult the chairman if 
it’s a derisory offer! 

Before the next league match 
the team must picked along 
with one of five formations. The 
arcade section is then 
multiloaded in. Matches are 
viewed from overhead (on the 
C64) on a scrolling pitch with 
the teams kicking left/right. On 
the Amiga it’s a side-on view. 
Both United and the opposition 
can be player- or computer- 
controlled. 

Players dribble automatically 
and shoot when the fire button 
is released — the strength of 
kick determined by the time fire 
was held down. In addition you 
can chip the ball by pressing 
fire again quickly afterwards. 
Tackling is achieved either by 
running into the ball or by 
doing a sliding tackle. If 
mistimed the latter can lead to 
a free kick: players can get 
suspended for bad fouls while 
their victim may be injured. 

Both free kicks and corners 
can be accurately aimed by 
moving a cursor where you 
want the ball to land. 

Game options allow you to 
change match duration, adjust 
computer skill level for United 
and opponents, and turn the 
management section off. 

The two-disk Amiga version 
has been around for some time 
now. Identical to the C64 in 
management mode apart from 
digitised piccies of the United 


▼ Man Utd make a rare attack on goal in the overhead-view C64 game. 



This is no Player Manager but it’s enjoyable enough. 
The C64 game features all of the Amiga’s management 
options and a better match section to boot. The 
overhead-view is preferable to the Amiga’s side-on 
perspective while the Kick Off - style players are well 
animated and move at a reasonable pace. In both versions the 
control method is easy enough to be instinctive while the 
management side is detailed enough without being over-complex. 

Sadly, the Amiga game’s spoilt somewhat by a poor match 
section with less effective side-on perspective and bland players 
seemingly skating along the grass! 



▼ Jim Leighton goes completely the wrong way — again! (Amiga) 



players, its elevated side-on 
view of the action also features 
a radar scanner and a set 
digitised ‘action replay’ when a 
goal is scored. 


Amiga Man Utd’s 
actual footie game 
oozes glitzy details, 
with a ref, linesmen, 
players taking goal 
kicks and even poorly digitized 
‘replays’. But the colours used 
are awful, they really are vei y 
bland indeed, while gameplay is 
unremarkable. Scoring goals is 
very tough and the game 
doesn’t compare well with 
Emlyn Hughes for playability. 

The C64 version boasts even 
tougher goalies, but the worst 
thing is how control switches 
rapidly and confusingly between 
players. There’s simply too 
many players milling around for 
it to be more than a messy 
scrum. The graphics are okay 
though, and the management 
elements in both versions are 

fairly comprehensive. 

- -- 


PRESENTATION 68% 

Easy-to-use icon-driven 
management menus. Muitiload not a 
problem. 

GRAPHICS 78% 

The overhead view of matches 
works better than the Amiga’s side- 
on perspective. 

SOUND 76% 

Good continuous tune in 
management section, sparse match* 
FX. 

HOOK ABILITY 65% 

Fairly playable arcade section. 

INSTABILITY 69% 

Comprehensive management 
options offer long-term appeal. 


I OVERALL | 
I 67% 


A fair hybrid of management an 
arcade football. 




PRESENTATION 64% 

Easy-to-use menus, fair amount of 
disk accessing. 

GRAPHICS 65% 

Okay apart from pastel colour 
scheme and skating' players. 

SOUND 42% 

Appallingly annoying tune, 
reasonable match FX. 

HOOK ABILITY 59% 

Frustratingly difficult to score goals. 

LASTABILITY 60% 

Man Utd fans will enjoy the almost 
forgotten experience of winning the 
league. A substantial campaign. 



Like the team, strictly second 
division. 
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Anco, £9.99 cassette, £14.99 
disk 


T he best football game 
ever, and the arcade 
game of 1989, 
suffered a mediocre C64 
conversion using a changed 
left/right scrolling pitch. 
Thankfully for Kick Off 2 a 
completely new, 
multidirectionally scrolling 
overhead view has been 
adopted to replicate the 
award-winning Amiga game. 
16-bit style dribbling has also 
been included, with the ball 
bouncing along realistically 
rather than being glued to the 
player’s foot. Scissor kicks, 
which are supposedly in the 
Amiga game, have been 
dropped from the C64 
version, but aftertouch is 
included — this is where 
moving the joystick after the 
ball has been kicked lets you 
swerve the ball a bit. Also, all 
the throw-ins, goal kicks and 
free kicks can be controlled 
— with players even lining up 



Full marks to Anco 
for effort on this 
one, after the dis- 
appointing original 
they’ve crammed 
an amazing amount of the 16- 
bit game into this. The sophis- 
ticated ball control system 
and large pitch are likely to go 
down well with anyone want- 
ing something a bit more real- 
istic than MicroProse Soccer. 
Unfortunately there are two 
serious flaws. Firstly, the 
speed isn’t quite fast enough 
to fully recreate the excite- 
ment at the heart of the 
Amiga game. Secondly, the 
scanner is almost completely 
useless, which severely 
restricts the ability to make 
useful long passes. There’s 
also a minor problem over 
free kicks being taken by the 
wrong side, and overlong 
injury time. Nevertheless, it’s 
still quite playable and packed 
with championship options for 
lastability. 


You’ve won a comer kick, and there’s plenty of options for how to take it. 


in a wall when a free kick is 
near the penalty area. 

The computer 
automatically switches 
control to your player nearest 
the ball, and tackles are 
achieved by running at a 
player or doing a sliding 
tackle. The latter can lead to 
a foul, which occasionally 


results in a free kick and a 
yellow card. A second foul by 
the same player can see him 
being sent off! 

Besides a simple friendly 
match, you can choose to 
play in the league, cup and 
World Cup. The latter 
includes all 24 teams in the 
‘90 championship, organized 


The radar scanner isn’t that much use, but scrolling is fast and 
gameplay fun. 




Sadly, C64 Kick Off 2 does have its fair share of 
flaws. For a start the radar scanner is far too small to 
be any use. As off-screen players aren’t intelligent 
enough to get to the ball quickly (mostly they run 
away from it!) you often have no players on-screen 
for long periods. The scrolling pitch also sometimes fails to 
keep up with the ball which moves in an unpredictable manner 
— as if it were on elastic. On the good side, the pace of the 
game is impressive — almost as fast as the Amiga version — 
while the same instinctive player controls have been utilised for 
maximum playability. In addition, most of the major Amiga 
options have been retained, albeit via multiload. So how does it 
compare with other C64 footy sims? Well despite its flaws I’d go 
as far as saying it’s the best since the classic MicroProse 
Soccer. Not quite brilliant but an undoubted improvement on 
C64 Kick Off\ 


in the correct six groups. 
Obviously, you can save your 
performances. Any or all of 
the countries featured in the 
three championships can be 
selected to be human 
controlled. In the disk 
version you can select which 
people play out of your full 
squad, and make 
substitutions. It also features 
action replays which can be 
saved to disk. 

Once you’ve chosen 
whether you want to play in 
one of the championship, the 
main game is loaded in. Then 
there are options to vary the 
time in a half (3-20 mins), 
choose from four pitch types 
and vary your team’s 
formation (before the match 
and at half-time). You can 
also select team mode, where 
both players are on the same 
side with one unfortunate 
controlling the goalie! 


PRESENTATION 90% 

League, cup and World Cup 
championships pit various countries 
against each other using a sensible 
multiload. Useful options such as 
save/load, time per half and team- 
play. Disk version features savable 
action replays and team selection. 


GRAPHICS 70% 

Unremarkable sprites and poor 
radar scanner, but multidirectional 
scrolling is rapid. Ball moves 
unpredictably at times. 


SOUND 29% 

Limited kicking and whistling FX. 


HOOKABILITY 77% 

Very easy to get into with instinctive 
player controls... 


LASTABILITY 78% 

...while championship options mean 
there’s plenty of challenge. 



An impressive and worthwhile 
conversion. 
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From the designers of the outstanding Laser Squad 
comes a game that will bring powerful wizards, 
potions, treasure and hoardes of mythical creatures to 
your computer screen in this exciting strategy game 

for up to 4 players. 

“The game is a real challenge and promises hours 

of enjoyment” -CRASH 

“A whopper of a game.” Your Sinclair - YS MegaGame. 




Marketed by 


o s i n e s s 


PUBLISHED BY BLADE SOFTWARE LTD. 

Marketed and distributed by The Software Business Limited, Brooklands, New Road, St Ives, Cambridgeshire PE17 4BG. Tel: 0480 496497 

Available: Amiga £24.95, Atari St. £19.95, PC £24.95, C64/Amstrad/Spectrum Cassette £9.95, Disk £14.95. 
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f t had to happen. One last insult provoked the Geek past snapping 
point and Norman got a fatal blow to the head from his chemistry 
set. Replacing Norman we have the Think Tank, a new section which 
includes not only adventure games and tips, but also strategy and RPG 
games — in short anything else too brainy for the ZZAP! lads. Nik Wild, 
late of TGM and Inter-Action, provides in-depth reviews of most of the 
games with Robin Hogg providing strategic help. 


Mirrorsoft seem to be attempting the 
impossible by cramming all these goodies 
into a C64... without the aid of a snoehorn. 

You're one of the Bloodwych and as such 
must explore Treihadwyl, recruit more 
champions as you go and gather weapons 
and objects to aid your quest. Using the 
joystick to select icons, your main task 
(apart from staying alive) is to collect 
crystals from four towers, take them to a 
fifth tower and use them to banish the evil 
Zendick to the realm of chaos. Not a very 


The Amiga 


The Amiga version ot 
Bloodwych and subsequent 
data disk were very well 
received — see the definitive review in 
Issue 62. The two-player option, intricate 
spell and combat systems, attractive 
graphics, spooky FX and huge play area all 
did credit to the 16-bit machine. Now 


Do you play computer adventures? 
Have you ever been faced with a 
seemingly impossible situation? 

WE CAN HELP 


■ 

■ 

■ ....... 


■ 




Our adventure rescue 
team work 7 days and 7 
evenings a week and will 
be pleased to answer 
your queries. Open 
noon till midnight. 
We offer help with any 
games or any computer 
- so if you are tearing 
your hair out ring this 
number now! 
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over the shop and should you onh/ visit the 
pool once youll never get to see Cupid, let 
alone nick his arrows. Revisiting locations is 
hardly painful however, as they're mostly 
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a magic fruit from the 

mir can save him. Rosella 
discovers mis mrough the maaic mirror 
(what would they do without it?) and is 
transported to Tamir by Genesta the fairy 
to not only pet the fruit but also retrieve the 
fair/s magic talisman before she 
(altogether now) dies. 






inspiring 

we have here is a 16-bit game brilliantly 
scrunched down to fit an 8-bit machine. 

A one- or two-player option, far too 
many spells to wave a wand at and a 
massive play area all make for an 
enthralling role play game. The only real 
difference from the 1 o-bit version, apart 
from less detailed graphics and sound 
(obviously), is the combat system which is a 
lot more user-friendly — but I'm not 
complaining, I need all the help I can get. 

An excellent conversion of a brilliant 
jame, just remember: don't get lost or 
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of interesting and wonderful things such as 
unicorns, dwarves, ogres, magic woods, 
frogs that change into princes when kissed, 
haunted houses and the stronghold of 
Lolotte — she's got the talisman. 

To the west of the beach is the sea in 
which you can swim, although you tire 
easily and may fall foul of the many 
predators roaming the waters. Keep 
swimming west and you'll reach the island 
where Genesta lives (or dies, depending on 
your actions). You'll also come face to 
mouth with a whale that seems to think 
Rosellas are good to eat. ■ 

You can actually wonder around Tamir 
for quite some time not having a due as to 
what to do. If you're not in the right place 
at the right time you may miss an event 
vital to your progress: the unicorn only 
pops up occasionally, Pan dances about all 
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plenty going on within them. 
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Edward, King of Daventry, is 
dying and, having no heir to 
his throne, chooses his 
favourite knight Sir Graham to rule when 
he finally snutfs it. To prove himself worthy 
of the throne Graham is set the task of 
finding and returning three great treasures 
to the kingdom. This tie does and ruler he 
becomes [King's Quest 7). Quickly bored 
with being king, Graham looks in his magic 
mirror (every ruler should have one) and 
sees a beautiful girl held captive in a tower 
by a jealous crone. He decides she is the 
one for him and sets off to rescue her. He 
does so ( King's Quest llj, they marry and 
produce twins. Life is brill until a three- 
headed dragon attacks the kingdom and 
their daughter, Rosella, is captured... and 
rescued (King's Quest ///). The scene is now 
set for King's Quest IV... 

Graham is dying (here we go againl) , 
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King's Quest IV is a most enjoyable 
adventure. Graphics are colourful and well 
drawn and animation, although slow in 
places, is neat and often humorous. Sound 
rX are pood but I wish Sierra would do 
something about their music, it's dreadful. 

Obstacles are many and varied, from 
brain teasers such as what to do with the 
three hags in the skull cave to manual 
dexterity tests like climbing stairs or 
negotiating whale tongues. 

Unfortunately, I found the game fairly 
easy to complete, a factor that, for me 
greatly reduces value for money. But it 
fun while it lasted 


kingdom 
he game by 
searching Camelot for all the things you 
need for the journey. 

Information, a lodestone, your 
adventuring gear (including shield and 
sword), money and a rose from your wife 
are all important. And don't forget your 
horse; bunions would not befit a king. 

Before you leave Camelot in pursuit of 
your three knights it's a good idea to pay 
homage to your Gods — plural, as you're 
given a choice in the chapel, it's wise to 
praise both of them. 

Once outside the walb of Camelot a map 
is displayed from which you choose your 
destination .*** decided upon by the 
information gleaned from talking to people 
in your castle. You can only journey to three 
locations — Ot Moor, Southampton or 
Glastonbury Tor — which is disappointing 
especially as many more locations are 
highlighted on the map. I headed for 
Glastonbury lor — the last known 
whereabouts of Gawaine — and 
adventure. 

The parser is up to Sierra's usual good 
standard and they've incorporated lots of 
shortcuts for often-used phrases such as 
Open Purse, Ask About and Look at. Pull- 
down menus for adjusting game speed, 
saving and restoring games and certain 
commands are easy and quick to use. 

In fact I was having a great time 
wandering around the forest on my horse. 
Then came the jousting: one location away 
from Gawaine I was challenged by the 
Black Knight, dark guardian of the forest, 
to a joust. I accepted his challenge — being 
king I had to — and entered the most 
frustrating, uninteresting, poorly 
implemented Sierra 'arcaae element' I've 
ever had to endure. Some of the sequences 
in the Manhunter series (also by Sierra) are 
fairly dire but this one takes the cake. The 
main screen section shows the position of 
your lance and shield, the jousting hedge 
and the black knight jerking his way slowly 
towards you, lance erect. The idea is to use 
eight(l) keys to move your shield and lance 


Forsooth an' verily! Tis yet 
another game concerning th 
doings or noble Arthur, King 
Of The Britons. Yet this time tis an animated 
3-D adventure from across the seas an' it 
doth detail Arthur's quest for that most 
alluring of prizes, the holy grail. But hold! I 

Ide said 


must away now and tack! 
it hath loadetheth... 


game, for 


Drawing upon the essence of the 
Arthurianlegends spiced with a sprinkling 
of other mythologies, author Christy Marx 
has created a story that is a challenging, 
entertaining mixture of history and myth, 
fact and imagination... well, that's what the 
blurb says. Let's see shall we? 

Three of your Knights Of The Round Table 
pushed off in search of the grail some days 
ago — Sirs Gawaine, Galahad and 
Launcelot — since which time nothing has 
been heard of them. As far as Launcelot is 
concerned this may be a blessing in 
disguise 'cause he*s giving Guinevere, your 
wile, er,... more attention than he should. 
Some friend he isl (A knight of passion?! — - 
Ed) 

Deciding that you must now join the 
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AMIGA SPECIALS 


Baal 4.99 

Menace 4.99 

Ballistix 4.99 

Deluxe Paint II 9.99 

Football Manager + 

Exp Kit 11.99 

Time & Magik 7.99 

Rocket Ranger 9.99 

Dragon Spirit 4.99 

New Zealand Story 7.99 

Shufflepuck Cafe 4.99 

TV Sports Football 12.99 

Galaxy Force 2.99 

Brian Cloughs Football. 6. 99 

F-18 Interceptor 9.99 

Fish 7.99 

Trivial Pursuit 

New Begin 6.99 

Trivial Pursuits 9.99 

Kristal 9.99 

Emmanuelle 7.99 

Lords of The Rising 

Sun 11.99 

Batman The Movie 9.99 

Galdregons Domain ....6.99 

Pacland 8.99 

Conflict in Europe 6.99 

Seconds Out 4.99 

Joan Of Arc 7.99 

Hollywood Poker Pro ...7.99 

Blasteroids 2.99 

Cybernoid II 4.99 

Question of Sport 4.99 

Passing shot 4.99 

Hunter Killer 4.99 

Daily Double Racing. ...9.99 

Photon Paint II 14.99 

Interphase 9.99 


Centrefold Squares 7.99 

Powerdrift 7.99 

Altered Beast 7.99 

Dynamite Dux 8.99 

Millenium 2.2 8.99 

Laser Squad 8.99 

Tank Attack 7.99 

Elite 13.99 

Gunship 13.99 

Micro Soccer 9.99 

Carrier Command 12.99 

Blood Money 6.99 

Photon Paint II 24.99 

Paris Dakar Rally 9.99 

Spy vs Spy 1 4.99 

Spy vs Spy 2 4.99 

Spy vs Spy 3 4.99 

B/Dash Const Kit 4.99 

Treasure Island Dizzy. ..4.99 

Italia 90 4.99 

Gold of Realm (1 meg) . 4. 99 

Xenon II 11.99 

3 Stooges 9.99 

Rotor 9.99 

Paperboy 7.99 

Commando 4.99 

Hard Drivin 9.99 

Klax 9.99 

Toobin 4.99 

Wierd Dreams 8.99 

Mr Heli 8.99 

Tower Of Babel 8.99 

Ghostbusters II 9.99 

Dizzy Dice 3.99 

Manic Miner 7.99 

Infestation 9.99 

Beast And T-Shirt 12.99 


COMMODORE SPECIAL OFFERS 


Firezone 

...2.99 

Head Coach 

...2.99 

Speedball 

...3.99 

President 

...2.99 

Pacmania 

...3.99 

Altered Beast Disc 

...6.99 

Running Man 

...3.99 

Question of Sport Disc .... 

...4.99 

Afterburner 

...3.99 

3 Stooges Disc 

...4.99 

Brian Cloughs Football ... 

...3.99 

Pacland Disc 

...4.99 

Time & Magik cass/disc .. 

...3.99 

Apache Strike Disc 

...4.99 

Blasteroids 

...1.99 

Ghosts n Goblins Disc 

...4.99 

Trivial Pursuits 

...6.99 

L A Crackdown Disc 

...4.99 

Trivial Pursuits New 


Tracker Disc 

...4.99 

Begining 

...4.99 

Road Warrior Disc 

...4.99 

Dark Castle 

...2.99 

Impact 

...2.99 

President is Missing 

...3.99 

Navy Moves 

...2.99 

Hunt for Red October 

...4.99 

Jailbreak 

...2.99 

Pacland 

...3.99 

Matchday 2 

...2.99 

Galdregons Domain 

...4.99 

Superman Man of Steel... 

...2.99 

Laser Squad 

...4.99 

Jack The Nipper 

...2.99 

Mini Golf 

...2.99 

Pitstop II 

...2.99 

Annals of Rome 

...3.99 

Postman Pat 2 

...2.99 

De Ja Vu Disc 

...4.99 

W.C. Leaderboard 

...2.99 

Bored of the Rings 

...3.99 

Double Dragon II 

....4.99 

Paperboy 

...2.99 

Weird Dreams 

....4.99 

Matchday 

...2.99 

Mr Heli 

....3.99 

Combat School 

...2.99 

Cyborg 

....2.99 

Ikari Warriors 

...2.99 

Powerdrift Disc 

....6.99 

Hypersports 

...2.99 

Ghostbusters II Disc 

....6.99 

IK + 

...2.99 

Super Wonder Boy Disc .. 

....6.99 

Ghosts n Goblins 

...2.99 

Pacmania Disc 

...3.99 

Dragons Lair 

...2.99 

Plundered Hearts Disc.... 

....7.99 

Continental Circus 

...4.99 

Ghostbusters II 

....4.99 

Altered Beast 

...4.99 

Powerdrift 

....4.99 


TOP 30 

Their Finest Hour 19.99 

F29 Retaliator 16.99 

Mid Winter 18.99 

Cyberball 12.99 

Ivanhoe 16.99 

Damocles 15.99 

Leisure Suit Larry 3 26.99 

Castle Master 14.99 

Pirates 16.99 

688 Attack Sub 16.99 

Ultimate Golf 16.99 

Operation Thunderbolt 16.99 

Chase HQ 16.99 

Ghouls ‘n’ Ghosts 16.99 

It Came From The 

Desert (1 meg) 19.99 

SUPREME CHALLENGE 

Only £14.99 

Flight Command 
Strike Force Harrier. 

Sky Fox II, Lancaster. 

Eliminator, Skychase 

TRIAD 3 

Only £19.99 

Rocket Ranger, 

Speedball, Blood Money 


AMIGA 

Space Ace 26.99 

TV Sports Basketball 19.99 

Dragons Breath 19.99 

Man Utd 14.99 

Rainbow Island 16.99 

Player Manager 12.99 

X-Out 13.99 

Escape From Singes Castle .22.99 

Turrican 13.99 

Kick Off 2 World Cup 15.99 

Shadow Warriors 16.99 

Colonels Bequest 27.99 

Hero’s Quest (1 Meg) 26.99 

Manhunter II (1 Meg) 26.99 

Police Quest II 24.99 

Conquest Of Camelot 26.99 

COMPUTER HITS II 

Only £8.99 

Tetris, 

Black Shadow, 

Golden Path, Joe Blade 

WORLD CUP 90 
COMPILATION 

Only £14 99 

Kick Off. Tracksuit Manager. 
International Soccer 


AMIGA CLASSIC COLLECTION 


PREMIER COLLECTION 2 

ONLY £9.99 

Mercenary, Eliminator, Custodian, 
Backlash 


MAGNUM 4 

Only £19.99 

Afterburner, 

Double Dragon, Operation 
Wolf, Batman The Caped Crusader 


STAR WARS TRILOGY 

ONLY £9.99 

Star Wars, Empire Stikes Back, 
Return Of The Jedi 


HEROES 

ONLY £17.99 

Barbarian II, Running Man, Licence 
To Kill, Return Of Jedi 


COMMODORE 64 TOP 20 MOVERS 


International 3D Tennis 6. 99.. . 10. 99 

Batman 6. 99. ..10.99 

Robocop 6. 99. ..10. 99 

Turbo Outrun 6. 99. ..10. 99 

Chase H.Q 6. 99. .10. 99 

Bomber 9. 99. ..12.99 

Ghouls n Ghosts 6. 99. ..10. 99 

Kick Off 5. 99. ..10. 99 

Hammerfist 5.99 ... 9.99 

Castle Master 5.99 ... 9.99 


Operation Thunderbolt 6.99.. .10.99 

Rainbow Islands 6. 99. ..10. 99 

Turrican 6. 99. ..10. 99 

X-Out 6.99. .10.99 

F16 Combat Pilot 10.99 .13.99 

Vendetta 6. 99... 10. 99 

Die Hard Disc Only N/A. ...13. 99 

Shadow Wariors 6. 99. ..10.99 

Klax 6.99. ..10.99 

Ferrari Formula 1 6. 99. .10. 99 


SOCCER SPECTACULAR 

Only £4.99 Disc £11.99 

Peter Beardsley's Soccer, 
Football Manager, Soccer Supremo, 
Handball Maradona, World Champions 


HEROES 

Only £11.99 Disc 14.99 

Running Man, Barbarian II, Star 
Wars, Liecence to Kill 


WORLD CUP 90 
COMPILATION 

Only £7.99 Disc £11.99 

Kick Off, Tracksuit Manager. Gary Linekars 
Hof shot 


SUPREME CHALLENGE 

Only £4.99 Disc £10.99 

Elite, Ace, Sentinel, 
Starglider, Tetris 


TOLKIEN TRILOGY 

Only £7.99 Disc £11.99 

The Hobbit, 

Lord of the Rings, 
Shadow of Mordor 


THALAMUS THE HITS 

Only £8.99 Disc £13.99 

Hunter’s Moon, Que-dex, 
Hawkeye, Armalyte, 
Delta, Sanxion. 


30 RED HOT HITS omyEe w 

Ghostbusters, 1-Ball, F. A. Cup, Park Patrol, Agent X, Thrust, Kane, Flarvey Headbanger, 

L A Swat, War Cars, Ninja Master, Tarzan, Rasputin, .Ninja Hamster, Ollie & Lisa, Druid II, 
Ricochet, Magnetron, Zolyx, Morthies, Exploding Fist, Samurai Warrior, Dan Dare, 
Mystery of the Nile, Formula 1, Meg Apocalypse, Brian Jack's Superstar Chaalenge, Traz 

Tau Ceiti, Frightmare 


Iron Lord 16.99 

Bomber 19.99 

Super Cars (Gremlin) ....16.99 

Pro Tennis Tour 16.99 

Maniac Mansion 17.99 

European 

Challenge (TD2) 8.99 

Dungeon Master (1 meg). ...16. 99 
Dungeon Master Editor... 7.99 

Battlechess 16.99 

Colossus Chess X 12.99 

Steve Davis Snooker 9.99 

Kings Quest Triple Pack .24.99 

Falcon 19.99 

Flight Simulator : 26.99 

Lombard RAC Rally 15.99 

Scenery Disk 7,9 or 11 ..13.99 

War in Middle Earth 13.99 

Robocop 16.99 

Waterloo 9.99 

Battletech 16.99 

Wayne Gretzky’s 

Hockey 14.99 

Deluxe Paint 3 54.99 

Deluxe Scrabble 13.99 

Dragon’s Lair (1 meg) ...26.99 

Bard’s Tale II 16.99 

Ferrari Formula 16.99 

Grand Prix Circuit 16.99 

Ultima IV 16.99 

Zak McKraken 16.99 

Forgotten Worlds 13.99 

Test Drive II 16.99 

Shoot ‘em up Const Kit ..19.99 
Balance of Power 1990. .19. 99 
I.Jones The Adventure ..16.99 
Kick Off 8.99 


Falcon Mission Disc 13.99 

Populous 16.99 

Populous Promised Land. 7. 99 
Super Cras (TD II Disc) ...8.99 
California Challenge 

(TD II Disc) 8.99 

Muscle Cars (TD II Disc). .8. 99 

F16 Combat Pilot 16.99 

Future Wars 16.99 

Hound Of Shadow 16.99 

Kick off Xtra Time 6.99 

Sim City 14.99 

Austerlitz 16.99 

Drakken 14.99 

Keef The Thief 16.99 

Bards Tale 1 7.99 

Marble Madness 7.99 

North and South 9.99 

Oilimperium 7.99 

Pipemania 14.99 

C/Ship Boxing Manager .12.99 

Bridge Player 2150 19.99 

Lost Dutchmans Mines ..14.99 

Kid Gloves 16.99 

Fire Brigade (1 meg) ....19.99 

Fiendish Freddy 16.99 

Red Lightning 19.99 

Twin World 16.99 

Stunt Car Racer 16.99 

Drum Studio 4.99 

Capt. Blood 4.99 

Sidewinder 2 4.99 

Jumping Jackson 13.99 

Sherman M4 16.99 

Resolution 101 16.99 

Chess Champion 21 75. ..18. 99. 
Turn It 12.99 


COMMODORE CLASSICS 


Treble Champions 


War In Middle Earth .. 


Heroes of the Lance 


Curse of Azure 


Secret Stealth 


Super Cars (T.D II)... 
California Challenge 
T.D II 


Emlyn Hughes 

Soccer 

I Jones Last Crusade... 



DISC 

PHM Pegasus 

.2.99... 

.... 6.99 

.10.99. 

.10.99 

Sim City 

.. N/A.... 

...14.99 

.. 6.99... 

...10.99 

Risk 

.. 8.99... 

...11.99 

.. 6.99... 

...10.99 

Shoot Em Up 



.6.99... 

...10.99 

Construction Kit 

.10.99.. 

...13.99 

.10.99 . 

...13.99 

Times of Lore 

. 6.99 ... 

...10.99 

.10.99.. 

.13.99 

World Tour Golf 

. 2.99 . .. 

.... 6.99 

.10.99.. 

...13.99 

Zak McKraken 

. N/A.... 

...12.99 

. 6.99... 

...10.99 

Pirates 

.10.99.. 

...13.99 

.6.99... 

...10.99 

Powerdrift 

.4.99... 

.... 6.99 

. 8.99... 

...10.99 

Continental Circus 

.4.99... 

.... 9.99 

. 7.99... 

...11.99 

Myth 

.4.99... 

.... 6.99 

.6.99... 

...10.99 

Snare 

.6.99 .. 

...10.99 

. 6.99 ... 

...10.99 

Retrograde 

.6.99... 

...10.99 

. 6.99 ... 

...10.99 

APB 

.4.99... 

...10.99 

. N/A.... 

...17.99 

Black Tiger 

.6.99... 

...10.99 

. N/A.... 

...14.99 

Beverley Hills Cop 

.6.99... 

...10.99 

. N/A.... 

...17.99 

Deluxe Scrabble 

.8.99... 

...11.99 

. 6.99 ... 

...10.99 

Or Dooms Revenge. .. 

4 99 . .. 

...10.99 

. 6.99 . .. 

...10.99 

Dragon Spirit 

.4.99... 

...10.99 

.10.99.. 

...13.99 

Steel Thunder 

.6.99... 

...10.99 

.10.99.. 

...13.99 

Ferrari Formula 1 

.6.99... 

. .10.99 

.10.99 . 

...13.99 

Dragon Wars 

. N/A.... 

...12.99 

. 6.99... 

...10.99 

Gunship 

. 9.99 . .. 

...12.99 

. 9.99... 

...11.99 

Grand Prix Circuit 

.6.99... 

...10.99 

. 6.99 . .. 

...10.99 

Untouchables 

. 6.99 . .. 

...10.99 

.6.99... 

...12.99 

New Zeland Story 

.6.99... 

...10.99 

. N/A 

...6.99 

Space Rogue Oise 

.N/A 

...13.99 



Serve & Volley Oise ... 

.N/A 

... 6.99 

N/A 

... 6.99 

Rommel Oise 

.N/A 

...13.99 

. 2.99... 

...6.99 

Russia Disc 

.N/A 

.13.99 

. N/A. .. 

...12.99 

Sim City 

.N/A 

.13.99 

. N/A.... 

...12.99 

T.V Sports Football 



. 6.99 . .. 

...10.99 

Disc 

.N/A 

.13.99 

.N/A 

...12.99 

Forgotten Worlds 

.6.99... 

.10.99 



Rack Em 

.2.99... 

... 6.99 

. 6.99 . .. 

.10.99 

Panzar Battles Disc 

.N/A 

.13.99 

. 6.99 ... 

.10.99 

Shinobi 

.4.99... 

.10.99 

.12.99... 

.26.99 

Mavis Beacons Typing 

. N/A .... 

.20.99 

. 6.99. .. 

.12.99 

Fun Schools Under 



10.99... 

.13.99 

6,6-8, 8+ 

.6.99... 

... 9.99 

6.99... 

.10 99 
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to both block his blow and land one of your 
own. I find this type of sequence frustrating 
to beain with but persistence and controlled 
breathing usually see me through — in this 
case they didn't and the time soon came to 
switch the computer off and have a cup of 
tea to cool down. Even the option to adjust 
the arcade difficulty level (hard, easy or 
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normal) doesn't help. The jousting sequence 
is, at this point in the game, unavoidable. 
You can refuse the challenge but then the 
black knight kills Gawaine and Merlin 
refuses to talk to you ever again. 

Conquest Of Camelot is more difficult 
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than most Sierra adventures (ie I didn't 
finish it in a day!), but it features the usual 
attractive graphics, generally good 
animation, poor music, realistic FX and 
some painfully slow screen updates. A 
feeling of being there is evoked by the 
amount of researched detail featured and 
although the jousting sequence (have I 
mentioned that before?) is abysmal, once 
it's behind you Conquest Of Camelot opens 
up into an enjoyable search for your three 
friends and the holy grail. 

The accompanying booklet is an 
interesting read also, full of fascinating 
facts about the legends of King Arthur. 

Gosh! A whole Sierra On-Line review 
and I haven't mentioned the high price tag! 


you pop out and buy Police Quest 1, play it 
to its finish then, ana only then, come back 
to digest this review... have you done that? 
Ok, let's continue. 

Death stalks the streets of Lytton in the 
deadly form of Jessie Bains (aka Death 
Angel). Having recently escaped captivity 
he's out to maKe dead meat of the cop who 
put him away... you! 

Taking the role of Detective Sonny Bonds 
you need all your policing skills honed to 
perfection before you can bring Bains to 
lustice. In your race against time to put him 
away — this time for good — you have to 
master your weapon, disarm explosive 
devices and search for clues on land and 
under water. Working with forensic 
experts, crime labs and outside police 
agencies you need to discover, collect, 
collate and produce sufficient evidence to 
put Bains in the slammer., permanently! 

Featuring Sierra's 'double resolution 
graphics' and 'advanced animation' Police 
Quest 2 is based on actual homicide cases 
and the stories of retired police officer Jim 
Walls. It also uses authentic homicide 


'sensible' car. my first problem was one of 
attention to detail. Turning the engine off, 
checking out the glove box and 
remembering to take the keys from the 
ignition are all such insignificant actions I 
think them totally unnecessary to include in 
an adventure and incredibly tedious to 
have to physically input. Once out of the 
car I suggest you malce a save so you don't 
have to go through this dull routine EVER 
again. 

Having locked the car (people nick 
anything these days) it's time to enter the 
station and face the trials (pun intended) of 
the day. 

Wandering around, entering other 


peoples offices and generally getting in the 
way, I eventually found my desk... locked, 
trusting kind of guy aren't I? Following 
another quick exploration I found the locker 
room. Discovering the combination to my 
locker was no problem as I'd brought 
everything from the glove box with me. As 








The Death Angel's back in 
town! If you don't know 
who he is then I suggest 
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I strapped my gun on, grabbed my cuffs 
and ammo clip I at last began to feel like a 
real cop. 

Weapons range next, for a spot of target 
practice. The blurb on the game packaging 
boasts 'Fast and furious', 'drama on the 
razor's edge' and 'Face the tension of split 
second decisions' but what with fiddling 
about with ear protectors, ammo clips, 
pressing buttons to position and collect my 
targets, adjusting my weapon's sights ana 
the incredibly slow animation of raising, 
lowering ana aiming my gun I started 
lookingfor the fast forward option! 

The point of the weapons range is to 
adjust your gun's elevation and wind angle 
to near perfect so that when facing trouble 
in the streets one has some chance of 
hitting what one aims at... but it all takes so 
long! As an 'arcade element it makes a 
good Plav By Mail game. 

Once trie gun was functioning as well as 
possible (another good place to save your 
position) I went back to my desk to discover 
a bit more about myself and get my badge. 
It was at this juncture that my captain 
informed me of Bains's escape. From this 
moment on he kept nagging at me to get to 
work, earn my money and so on. So, * 
thinking I was being a good cop I headed 
for my police car to take off and cruise the 
streets. Before I could start the engine 
however, the captain called me back and 
chewed my butt (last phrase supplied by 
Vernacular Inc.) For not obeying orders. It 
seems i have to access my computer and 
search relevant files for more info before I 
can hit the streets... boring, I wanted to get 


out there and catch some crooks. Ah well, 
now what's my computer access password? 

There's a lot to Police Quest 2 and a 
good knowledge of police procedure - 
provided in the accompanying booklet — is 
required to get anywhere. I just wish I could 
have got into the action straight away and 
not had to faff about in HQ. Maybe the 
police procedures are a little too real. 



Generally though, there's a wealth of 
detail. With the colonisation of planets 
comes disasters, unrest amongst the 
populous and increasing demands to cure 
overpopulation problems. Messages 
accompany each event and the influx of 
non-essential information can weigh you 
down — fortunately, a series of flag 
markers allows you filter out messages ot 
minor relevance. 

Despite a rather shallow level of strategy 
when it comes to fleet combat and planet 
conquest, Imperium retains a strong 


challenge in firstly surviving beyond the 
first 100 years (finding Nostrum is the first 
essential task) and then taking on the 
enemy empires. Unfortunately as your 
empire arows and fleets multiply, the game 
gets a little repetitive simply because the 
orders system is rather long-winded. 
Sending a fleet to explore a new planet can 
take up to half a dozen window accesses in 
order to enter the command. Imperium is 
certainly very slickly presented, but this 
masks the rather limited scope and 
flexibility of the waraame. The first fifty 
years can see you colonise planets, fight 
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After releasing probably 
the biggest selling strategy 
game ever, namely 


classic Imperial look with future world 
conflict — and a suitably modern control 
system — creates a very believable game. 
Building space ships is nicely done with 
user-definable armour, engines, weight. 


attractive if simplistic Populous , EA have 
now produced a more conventional 
wargame. It puts you in command of the 
human race just as it begins expanding out 
of the solar system, encountering four other 
alien civilizations aiming for interstellar 
domination. The battle is on military, 
economic and diplomatic terms with you as 
absolute dictator. But there are elections 
every fifty years and the penalty for losing 
is death! 

Your first priority is to colonize neutral 
planets, using them to produce starship 
fleets for the coming battles. You can also 
use combat troops to invade enemy 
planets, but as your empire grows you must 
watch out for any revolts. Should they 
spread to Earth you'll lose your head, 
literally! This would be especially 
unfortunate since as long as you keep 
yourself intact, the drug Nostrum can 
prolong your life — a la Spice in 'Dune' — 
for as much as a thousand years. In fact, 
once the initial planet-gaining period is 
over the fight to gain and keep Nostrum 
becomes critical, fne battle witn the alien 
forces is a secondary concern to that of 
living through to the next election. 

Driven entirely by a smart, smooth 
flowing icon system, Imperium is an 
authentic looking piece. The mixing of the 


in flexibility. 


with fleets and then you've exhausted just 
about all the game has to offer. After this 
it's just a question of coping with the 
increasing number of planets in your 
empire and repeating the moves until 
victory (at least four alien empires with 
definable wealth, technology and size 
makes for a pretty long term challenge). 

sented 



Nicely presented but nothing too 
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OR BRING IT IN TO US FOR WHILE-TOU-WAIT REPAIRS ■ AROUND ONE HOUR 


TELEPHONE 
0457 866555 
0457 867761 
0457 869499 


» • 


OPEN 


VISA 


MANCHESTER CITY 

“SET 1FED I up of waiting weeks for your computer E3 

mon-sat io-s J TO ARRIVE? 


NEED YOUR COMPUTER REPAIRED FAST? 




WE DON'T JUST REPAIR YOUR COMMODORE 64-we check loading 
sound, memory, colour, in fact fully overhaul your computer for 
only £40.00*which includes all parts, labour , VAT and return 
postage + packing - NO HIDDEN EXTRAS. Your Commodore 64 
computer will be repaired to give you years of troubiefree 
enjoyment, (please note power supply units are not repairable 
and would need to be replaced. These are available from us at 
£35.00) 
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JxLUxukUiiV 



COMMODORE 
64/VIC POWER 
SUPPLY UNIT 



> Ml 

ITEMS 


Send your computer now to- 
Videovault Ltd, Old Kingsmoor School, 

Railway Street, Hadfield, Cheshire SKI 4 8AA 1 _ . 

Telephone: 0457 866555/867761/869499 Head Office & Credit Card orders, queries. 
Manchester 061-236 0376 while you wait repairs & spares centre only. 



Replacement 
Power Supply 
Units 

only £35.00 
+ £2.35 p+p 



m 


(if we find the computer is 
unrepairable due to tampering there 
will be a handling charge of £10.00). 


THE VIDEOVAULT 
COMPUTER COMPANION 


EDITION HOT OFF THE PRESS 

New bigger catalogue now available 
containing over 3,000 items including software 
for all computers, joysticks, spare parts, 
business software, books, plus many more. 
Just send 3 x 1st class stamps for your free copy. 
Over 25 pages full of top quality products 
delivered to your door by return post. 



Copyright Videovault Ltd No 092072 


WE NOW HAVE FAX: (0) 457 868946 


FED-UP PLAYING WITH YOURSELF? 

THEN READ ON... 

Do you think you could conquer the world, are you a potential 
Captain Kirk or even Mastermind material? Now you can FIND 
OUT! Enter the exciting world of Play by Mail, send NOW for a 

FREE Start-Up in any of our games. 


CRISIS! is a fast-paced wargame for twenty players set on Earth in the 
near future. You send yourtroops out to invade the countries of the world 
while your factories produce the income required to fund your 
campaigns, and your nuclear missiles obliterate vast tracts of enemy land! 

TURNS PROCESSED FORTNIGHTLY £1 .50/turn 

STAR CLUSTER is a game of interstellar conquest for fifteen players. Each 
race seeks ultimate control of the cluster, but first they must explore and 
conquer it. Could you lead your race to stellar domination? 

TURNS PROCESSED FORTNIGHTLY £1 .50/turn 

TRIVIA is a postal trivia league for one hundred players. You answer a 
selection of twenty 'trivia' questions and set two of your own for the other 
players to answer. Each league contains ten divisions often players, could 
you gain promotion to the top of the first division? 

TURNS PROCESSED UPON RECEIPT £1 .50/turn 


Games by Mail 

5 TOWN LANE, LITTLE NESTON, S. WIRRAL, L64 4DE 
TEL: 051-336 1412 FAX: 051-3368156 


CS*B* 

For quality Play by Mail Games 



WHAT EXACTLY IS 'PLAY BY MAIL'? 

'Play by Mail' is a method of playing a whole variety 
of Computer Moderated Games through the post 
(although you may telephone, fax or DX your turns 
to us at no extra cost). You do not need to own a 
computer to participate in P.B.M. as our central 
computer does all the work. 

'Play by Mail' is a rapidly-growing hobby catering for 
all ages and interests. We have people from all walks 
of life playing our games. Where else but 'Play by 
Mail' could you pit your wits against people at school/ 
college/university, taxi drivers, company directors - 
in short, all manner of people. Only 'Play by Mail' 
offers you the thrill of playing against all these 
people, many of whom live outside the U.K. 

The game format is very straightforward: 

• Read the rules for the game you have selected. 

• Work out your orders. 

• Complete a Turn Card. 

• Post the Turn Card to us. 

Your turn will be processed by our computers and 
you will receive a printout showing the result of your 
actions (3-10 pages depending on the game and the 
stage it is at). This process continues until a player, or 
group of players win the game. 

Write or 'phone now for further details including 
information on all the games we run. 

■ TICKSTART-UP REQUIRE™ ™ ™ 


□ CRISIS! 

□ STAR CLUSTER 

□ TRIVIA 

NAME 


B— 

lANDFlRST i 
TWOTURNS 
■ FREEH ■ 


ADDRESS. 


Games by Mail 

5 Town Lane, Little Neston, S. Wirral, L644DE. 


I 














fade in and out while tracking a target and 
dodging incoming torpedoes racing 
around. Even though tactical displays look 
unimpressive, they work well ana there's a 
lot to think about all the time. The flow of 
information is constant and no conflict is 
ever the same. On the higher levels the 
enemy can get very, very smart with 
multiple forces employing group tactics and 
attack subs utilizing tneir advantages to the 
full — witness an Alfa sub as it uses its 
depth and speed to sink you. 

Sonar contacts can be analysed, and a 
ship database can be accessed for further 
information as well as the tactical computer 
if you're stuck. To the observer it can look 
very dull. With the 'action' taking place on 
a screen of lines and dots it's not exactly 






- 

The manual isn't particularly well constructed 
and doesn't reveal too much about what 
strategies are possible, but the in-game icon 
system is very easy to use. 


Planet conquest and ship combat can get very 
repetitive in the Iona term. Although the first 
century is tough, with Nostrum to find and four 
empires to fight off, more was expected. 


Doesn't cover planet governing in too much 
detail and space combat is restricted but the 
imperial theme works well. 


One of the slickest looking strategy games 
around, proving easy to get into but not 
particularly demanding. 
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MicroPr 


MicroProse certainly take 
their time with conversions 
and Red Storm must rank 
alongside F-19 as one of the longest in 
production. The game is, of course, based 
on a novel by Tom Red October Clancy and 
was underrated on the C64 (86%, Issue 
43). The now dated plot concerns the 
outbreak of WWIII. The USSR has invaded 
Iran, occupying the valuable oil fields, and 
NATO is scrambling to respond. Global war 
soon follows, with full-scale conventional 
combat across Europe, Iceland and the 
North Cape. 

Your part in all this is as the commander 
of a nuclear attack submarine which is 
ordered to engage Soviet naval forces 
ranging from attack submarines (both 
nuclear and diesel) to surface vessels 
(cruisers, destroyers and even the latest 
aircraft carriers) — 30 ship types in all (plus 
helicopters). 

In true MicroProse style a wide variety of 
missions and skill levels allows for vast 
levels of play. Single missions to destroy 
sole enemy vessels or group targets can be 
attempted or you can participate in the 
complete Red btorm Rising campaign itself. 
Select the latter and your victories/losses 
have a direct effect on the war as a whole 
(a somewhat unrealistic idea but it works 
well enough given that it's concentrating on 
one aspect orthe novel). 

Effective use of sonar is a priority if 
you're to survive. The manual, like all 
MicroProse simulations, is a weighty, 
informative tome and explains how sonar 
works extremely well. These books are an 
education in themselves and it's great to see 
it all working in practice: sonar contacts 
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pushing the Amiga's graphic or sonic 
capabilities but it's very well 




J thought out. 

Overall, the game is a very tense 
simulation of sub warfare, especially on the 
higher levels where it only takes one 
torpedo to down you. Ada to this the 
uncertainty of sonar contacts, leading to a 
very deadly game of hide and seek, you 
can really begin to sweat with this realistic 
simulation. It's a remarkably different game 
to Silent Service with a lot more emphasis 
on tactics and textbook manoeuvring. I 
found it all hiahly compelling, totally 
absorbing stuff (even if it's not particularly 
astounding to look at). Highly 
recommended — just like the C64 game, in 
fact. 


Once again the manual is a good education in 
the ways of submarine warfare. Get over the 
initial confusion of interpreting the tactical 
display and its associated screens and it 
becomes very easy to play. 


Keeping to submarine warfare only can seem 
restrictive for those of you who've read the 
book, but the combination of skill levels, four 
time periods, nine types of mission (random 
situation every time) plus the Red Storm 
Campaign ensures considferable challenge. 


Obviously there's been some simplification to 
avoid weighing the player down with non- 
essential information (ship navigation is 
particularly simple) but the basic techniaues of 
sonar wave analysis, sprint and drift, sub hunt 
tactics and general command of a submarine 
are very well replicated. 


Storm is basically a sim with tactics, but the 
wealth of authentic detail and options ensure 
virtually anyone with an interest in subs will 
love it. 


demanding. All in all, a qood game to 
introduce people to the world of strategy. 


- 

The manual isn't particularly well constructed 
and doesn't reveal too much about what 
strategies are possible, but the in-game icon 
system is very easy to use. 


Planet conquest and ship combat can get very 
repetitive in the long term. Although the first 
century is tough, with Nostrum to find and four 
empires to fight off, more was expected. 


Doesn't cover planet governing in too much 
detail and space combat is restricted but the 
imperial theme works well. 


One of the slickest looking strategy games 
around, proving easy to get into but not 
particularly demanding. 




VOLUME SLIDER 

Holding fire down on the slider 
gives joystick control of the 
volume: left is quieter and right is 
louder. 


The difficulty setting changes 
the speed of the other spacecraft 
you are racing against, while the 
control setting gives computer 
aided playing: 

Demonstration Mode Demo 
mode of the game, fire on the 
joystick exits back to the MENU 
screen. 

Manual Complete control of the 
craft. 

Computer Alignment If the craft 
leaves the tunnel for a length of 
time, control is taken from the 
player as the computer puts the 
craft back into the centre of the 
tunnel. 

Computer Assisted In this 
mode the computer turns the 
craft to centre it in the tunnel. 
Computer Alignment is also 
enabled. 


MUSIC BUTTON 

Pressing this will switch between 
sound FX and the music which 
plays while the game is running. 

PLAY BUTTON ‘ 


TRACK BUTTON 

This button displays a side 
elevation of the currently 
selected track. Pressing track 
button again rotates the view of 
the track. 


SCREEN ARROWS 


While using the track, Hiscore or 
Data MENU screens, two arrow 
heads are displayed on the top 
right of the screen. Selecting 
either one with the cursor will 
change which track number you 
have currently selected to 
display, and to race. 

PLAYING THE GAME 


HISCORE BUTTON 


STARACE 

(Denton 

Designs) 

INTRODUCTION 


After a time egotistical pilots 
started racing through the 
tunnels breaking speed records: 
from such simple beginnings the 
sport of ‘Staracing’ began. The 
tunnels became tracks and the 
STARACE league was drawn up 

STARTING THE GAME 

After loading, the player is 
presented with the MENU 
console. A joystick plugged into 
the rear port will control the 
cursor, which appears as a hand 
The MENU console is controlled 
by a series of buttons, activated 
by moving the cursor finger over 
the relevant button and pressing 
fire on the joystick: 


The button labelled ‘Hr displays 
the ten fastest times and the 
names of the pilots that flew 
them. Each track has its own 
Hiscore table. The Hiscores can 
be saved by pointing at the SAVE 
icon. 


DATA BUTTON 


After pressing the play button on 
the MENU console, your craft is 
placed on the starting grid. Press 
fire on the joystick to begin the 
countdown. 

The object of the game is to 
finish the race in the fastest 
possible time. Leaving the tunnel 
slows you down, so to get the 
fastest time you must try to stay 
inside the tunnel and constantly 
accelerate. 

Around the outside of some of 
the tunnel bends are spherical 
bollards. Collision with a bollard 
will instantly cripple the craft, 
indicated by the screen cracking 
and a loss of control. After a few 
seconds, the craft is repaired and 
placed in the centre of the tunnel. 

There are other craft racing 
through the tunnel which also 
must be avoided as colliding with 
one results in your ship going out 
of control. After a short time the 
craft is placed in the centre of the 
tunnel, but the other craft do not 
stop so a few may have 
overtaken you. 

CONTROLS 1 


In an age where space travel is 
commonplace, a method of 
travelling between solar systems 
had finally been discovered. A 
tunnel of space and time 
independence could be created 
through harnessing the power of 
small stars. Once the tunnel is 
open and stable, small 
spacecraft can travel through it, 
exceeding the speed of light. 


Pressing the ‘DATA’ button 
displays information about the 
track and its current settings. The 
settings may be changed by 
pointing at them with the cursor; 
pressing fire will then change 
them. However, if you change the 
default settings of a track, you 
will not be entered on the Hiscore 
table. 


The craft is controlled in a similar 
way to an airplane: pulling left or 
right on the joystick steers the 
craft horizontally, pushing forward 
tip the craft downwards and 
Ipulling back tips the craft 
upwards. 

The craft is accelerated by 
holding down the fire button, but 
if you leave the tunnel the craft 
will be unable to accelerate and 
will slow down. 





CONSOLE READOUTS 


1 . This bar graph displays 
position in race by the height of 
the line, and distance along 
tunnel by the number of lines. 
This results in a display which 
shows your performance over the 
whole length of the track. 

2. Digital distance from the end 
of the track. 

3. Digital position in race. 

4. Bar chart of speed. 

5. Best time for current track. 

6. Digital readout of speed. 

7. This display shows where the 
centre of the tunnel is in relation 
to your craft. 

8. Time elapsed since start of 
race. 


ENTERING HISCORE 


If you qualify for the Hiscore table 
you are invited to enter a five 
letter name. If you’ve already 
entered your name, just press 
return to enter it again. 


points; Web 7 and above, 1 000 
points. 

Controls: Joystick (in No 2 Port) 
or keyboard 


explode but Dicky, Stephen and 
the diamond will fall to the 
ground, if and when Dicky gets to 
the eighth web, Stephen’s friend 
Cecil comes out to help him (but 
only if you selected ‘Second 
Spider’ before the start of the 
game). 

if you selected unlimited flights 
before starting the game, and 
there is no white web in front of 
Dicky, he can fty along the black 
web and can do this as many 
times as he likes. If you did not 
select unlimited flights, then the 
number of flights that Dicky can 
make depends on the web that 
he is on (Web 1 has 13 flights, 
Web 2 has 12). If Dicky runs out 
of flights, and is surrounded by 
black web, Stephen will come 
and poison him. In this mode, if 
Dicky rescues the diamond, 
bonus points are awarded for the 
number of flights unused 
multiplied by the number of 
points on the signpost. The 
signpost is on the bottom right of 
the screen . 

Stephen can normally walk 
only on the white web, if there is 
no white web in front of him, then 
he will respin more white web 
until he reaches another white 
strand. If this happens then 
double the points shown on the 
signpost will be deducted from 
your score. If your score falls to J 


The craft turns faster at slower 
speeds. 

The Starace program is the 
copyright of Denton Designs 
Copying, hiring, lending, or public 
performance is prohibited. 


HINTS AND TIPS 


Leam to fly on the straighter 
tracks at first. 


Options: FI — to change speed. 
F3 — unlimited flights (yes/no). 

F5 — starting web (1 -7). 

F7 — second spider (yes/no) 
from eighth web only. 

High scores can be saved to tape 
and reloaded on a future game. 


Hints for Beginners 

A; Select unlimited flights. 

B: Try to clear the web so that 
you leave a triangle, the base of 
which is one of the outer strands, 
the tip being the centre of the 
web. Clear the triangle starting at 
the tip. Time Dicky’s movements 
so as to enter the triangle as 
Stephen starts along the base. 
Chase after Stephen so that you 
don’t quite catch him, but reach 
the centre of the web as he 
leaves it. 

The Dicky’s Diamonds program 
is the copyright of Atlantis 
Software Limited. Copying, Jf 
hiring, lending, or public 
performance is prohibited. 


‘0’ you will lose a life. 

If Dicky stops for a while, 
Stephen will think he is trapped 
and move towards him to poison 
him. The length of time that Dicky 
can stop for decreases with each 
successive web. If Dicky ever 
bumps into Stephen or Cecil, 
they will fatally poison him. Cecil 
can walk on white or black web. 

Points are scored for each 
strand that Dicky crosses. The 
points depend on the web that 
Dicky is on, and are shown on 
the signpost, as follows: Web 1, 
10 points; Web 2, 20 points; Web 
3, 50 points; Web 4, 100 points; 
Web 5, 200 points; Web 6, 500 


DICKY’S 

DIAMONDS 

(Atlantis 

Gold) 

INSTRUCTIONS 


ZZAP! MEGATAPE 9 © 1990 


WONKY MEGATAPE?! 


If your amazing ZZAP! Megatape 
proves to be faulty, have no fear. 
Just bung it in a jiffy bag and 
send it to The Young 
Doctors Episode 9, ZZAP! Tape 
Clinic, Newsfield, The Case Mills, 
Temeside, Ludlow, Shropshire 
SY8 1 JW. We’ll look after it well, 
and send you a fully fit 
replacement! 
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Uncle Rich’s body was found at the foot of the basement stairs. 
The opulent alcoholic had i^>parently visited the wine cellar for 
another magnum of vintage champagne — he still had the empty 
bottle in his hand. Hfs death, though, was not caused by sclerosis 
of the live| but by the ornamental bread knife (taken from the 
kitchen l^themurderer) stuck in his chest. 

On questioning, the four house occupants (who all stood to inherit 
from lilgpie Rich) revealed the following. Note that two of them are 
telling the truth, two are lying — including the murderer. 


SIR CUMSTANCE: I did it, I’m the murderer! 

LADY BYRD: No you're not. you were in the bedroom with me. 
MASTER BAKER: I saw Miss Take take the bread knife. 

MISS TAKE: I went to the kitchen. 

Put the name of the murderer on the back of a postcard/sealed 
envelope (along with your age and which machine you own) and send 
it to / KNOW WHODUNNIT COMP. Stalag ZZAPf . Newsfield. The 
Case Mills, Temeside, Ludlow, Shropshire SY8 1JW. The murder must 
be solved before Scotland Yard get here on September 28. 


NB. If under 16. the winner must be accompanied on the murder 
weekend by an adult. 


And take a break on a murder 
weekend!! 


Most murderers aren't very clever: they may plan the dirty 
JBL deed meticulously but they always make sure there's a sleuth 
in the house before they do it! Still, proving their guilt isn't an 
easy task, as demonstrated in US Gold's knock-'em-dead 
Murder . Only by thoroughly interrogating the many suspects will you 
find the necessary clues and potential murder motives. 

And after honing your detective dexterity, yob may want to progress 
onto the real thing... well almost: you could win a bloody brilliant break 
for two, a murder weekend at one of several luxury County 
Pursuit/Trusthouse Forte hotels. As well as investigating the obligatory 
murder you’ll enjoy magnificent meals (you'll murder 'em!) and 
exquisite entertainment. 

Twenty runners-up will also get copies of Murder — so please state 
which machine you own. 

All you have to do is prove your investigative expertise by solving 
the following whodunnit... 
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UNBEATABLE 
MIDI PACKAGE!! 


Y KEYBOARD 
MODULE... 
allows for entry of 
music from the 
QWERTY keyboard. 
Sequencer works like 
digital recorder. 


▼ The Advanced Music System is probably the best MIDI/music package ever produced 
for the 64/1 28 offering a huge range of musical composition features plus MIDI 
compatibility - add the Datel MIDI Interface and you have the TOTAL MIDI SOLUTION!! 

V EDITOR module... synthesiser module... 

just like a word processor for music. probably the most powerfull 

All the features you would expect. module. Create sounds with full 

▼ MIDI MODULE... 
this is the module which allows the 
full potential of the Music System 
and your MIDI keyboard to be 
achieved. Using the Datel MIDI 64 
Interface any MIDI instrument 
(including Yamaha - see below) can 
be connected to your 64. 


waveform editing, realtime 
sequencing etc. 

PRINTER MODULE... 
allows you to print out your music 
to a range of printers including 
Commodore and Epson compat- 
ibles. Printout can be edited and 
can also include lyrics if required! 


LINKER MODULE... 
allows large musical compositions 
to be created from up to 26 files 
linked together - offering Tempo 
and Time Signature adjustments. 
HUGE RANGE OF FEATURES... 
Advanced Music System hath 
literally hundreds of commands 
and features - we have only 
outlined the main headings - this 
is a truly professional package. 


COM 5 


NO MORE TO BUY • THE 
TOTAL MIDI CONNECTION 


^ Full feature Centronics Printer 
Interface. 

^ Connect your 64/128 to a range of 
full size Centronics Parallel 
Printers. 

Easy to use - supports Commodore 
Graphics Set. 

Onboard Microprocessor Chip 
means no power programmes to 
load. 

YF Works with most applications. 

^ No more to buy! 

ONLY £29.99 
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NEW 


The Oceanic 1 1 8N is a,superb quality Disk Drive 
specially designed for the Commodore 64/1 28. 


ONLY 


£129 


99 


INCLUDING 


FREE 


ADVANCED 


STUDIO 


ART 


Just look at these features... 

^ Slimline design - very compact. 

y External Power Pack so no 

overheating problems (unlike some 
types). 

YF Direct drive motor for super quiet 
operation and extra long life. 


YF Now probably the best selling 
replacement Disk Drive for the 

64/128.3kS$^ 

V Comes complete with manuals, 
connecting leads etc. 

Y Ready to go - no more to buy. 


FREE COPY OF OCR 
ADVANCED ART STUDIO 

(WORTH £29.99) WHILE STOCKS LAST 


■<*rnu>ytiirna 

DIGITAL DRUM SYSTEM 

^ Now you can turn your digital sound 
sampler into a digital drum system. 

Y 8 digital drum sounds in memory 
at one time. 

▼ Complete with 3 drum kits. Real 
drum sounds - not synthesised. 

▼ Create superb drum rhythms with 
real & step time. 

Full editing. Menu driven. Load/ 
Save facilities. 

▼ Output to hi-fi or through TV 
speaker. 

ONLY £9.99 

STATE TAPE OR DISK 


PARALLEL 
PRINTER CABLE 


YF Connects full size printers to the 
parallel port of your C64/128. 

▼ Many programmes and cartridges 
(Action Replay/Final Cartridge etc.) 
will drive printers from this port. 

ONLY £1 2.99 COMPLETE 


3 SLOT 

MOTHERBOARD 




Unstoppable reset button. 

NOTE:- user port cheaper type 
reset buttons offered by others are 
not unstoppable. 

Resets even so called 
"unstoppable" programs. 

Y Add pokes from magazines etc. 

Y Simply plugs in to cartridge port. 

ONLY £5.99 


SAVE WEAR & TEAR ON 
YOUR EXPANSION PORT 

W Will accept three cartridges on it's 
high grade PCB. 

Switch in/out any slot. 

Fully buffered. 

Reset button and an onboard 


safety fuse. 

ONLY £16.99 


DATEL MIDI 64 
INTERFACE plus 
ADVANCED MUSIC 
SYSTEM 
ONLY £39.99 




SPRINT 128 

Cornrnodore 
Centronics Interface 
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Y The new sampler allows you to 
record any sound digitally into 
memory & then replay it with 
astounding effects. 

YF Playback forwards/backwards with 
echo/reverb/ring modulation. 

Y Now with full sound editing module 
to produce outstanding effects. 

Y Full 8 bit D to A & ADC conversion. 

Y MIDI compatible with suitable 
interface, (i.e. Datel unit for 
£29.99, see ad.). 

Y Live effects menu includes real 
time display of waveforms. 

Y Line in/mic in/line out/feedback 
controls. 

YF Powerfull sequencer with editing 
features. 

Y Load/save sample. Up to 8 samples 
in memory at one time. 

Y Complete software/hardware 
package. Tape or Disk (please 
state). 

ONLY £49.99 






















SPECIAL 

OFFER 

PACK! 


THE ULTIMATE 
GRAPHICS 
PACKAGE... 
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COMMODORE 

1351 MOUSE 


COMPLETE 

WITH 



1 351 Mouse is a high resolution two button mouse featuring optical 
counting, teflon guides, microswitches, rubber coated ball and 

▼ When combined with OCP Advanced Art Studio this graphics package 
is quite simply the best system available. The features are 
unmatched... 

V 


ADVANCED 
ART STUDIO 


TM 


y Create an image - shrink it, expand 
it, move it, rotate it, copy it, 
colour it etc., etc. 

^ Spray patterns or shades, make 
elastic lines - stretch and 
manipulate shapes. 

^ Zoom in to add detail in fine mode. 


Pulldown/Icon driven menus for 
ease of use. 

^ Mouse operation, plus joystick and 
keyboard control. 

^ 16 pens, 8 sprays, 16 brusnes - so 
flexible anyone can create superb 
graphics easily. 

^ Full cut and paste facilities plus 
excellent printer support. 



ALSO GEOS 
COMPATIBLE 


T The 1351 Mouse has two selectable 
modes - Mouse or Joystick mode 
for maximum compatibility. 

T Even works with the Best Selling 
GEOS utilities. 

T Superb quality. 


EPROMMER 64™ 



Atop quality, easy-to-use EPROM 
programer for the 64/128. 

Fully menu driven software/ 
hardware package makes 
programing/reading/verifying/ 
copying EPROMs simplicity itself. 


V Will program 2716, 2764, 27128 & 
27256 chips. 12.5, 21 or 25 volts. 

^ Fits into user port for maximum 
compatibility with cartridges/ 
Superom Board etc. 

We believe Eprommer 64 is the 
most comprehensive, most friendly 
ft best value for money programer 
available for the 64/128. 

Ideal companion for Superom 
Board, Cartridge Development 
System, our kemal expanders or 
indeed any EPROM base project. 

T Comes complete with instructions 
- plus the cartridge handbook. 

ONLY £39.99 

COMPLETE 


y Quality Commodore compatible 
data recorder. 



Pause control, counter, etc. 
y Suitable for 64/128. 

^ Send now for quick delivery. 

ONLY £24.99 


Pixel edit, font editor, flip, invert, 
rotate, solid or textured fill and 
professional manual make the 
Advanced Art Studio simply the 
best graphics package. 


ONLY 

£ 34.99 

TOTAL PACKAGE 
INCLUDES 1351 MOUSE/I 
MOUSE MAT/HOLDER 
AND OCP ADVANCED 
ART STUDIO 



ONLY WHILE STOCKS LAST 


HOW TO ORDER ... 

FAX 

0782 744292 

UK ORDERS POST FREE 
EUROPE ADD £1 
OVERSEAS ADD £3 

PRICES AND SPECIFICATIONS CORRECT AT TIME OF PRESS 
AND SUBJECT TO CHANGE WITHOUT NOTICE 

CALLERS WELCOME - Please reserve goods by telephone prior to visit. 


BY PHONE 

BY POST 

0782 744707 

24hr Credit 

Card Line 

S 

Send cheques /POs made 
payable to 
"Datel Electronics" 


DATEL ELECTRONICS LTD., FENTON INDUSTRIAL ESTATE 
GOVAN ROAD, FENTON, STOKE-ON-TRENT, ENGLAND. 


SALES ONLY 
0782 744707 


TECHNICAL ONLY 
0782 744324 







PREMIER MAIL ORDER 

Titles marked * are not yet available and will be sent on day of release. 

Please send cheque/PO/Access/Visa No. and expiry date to: 

Dept ZP09, Trybridge Ltd, 8 Buckwins Square, Burnt Mills, Basildon, Essex, SSI 3 1BJ. 

Please state make and model of computer when ordering. P&P inc. UK on orders over £5.00. Less than £5 and Europe add 

£1.00 per item. 

Elsewhere please add £2.00 per item for airmail. These offersare available Mail Order only. 

Tel orders: 0268 590766 Fax: 0268 590076 


CBM 64 


1 00% Dynamite 
1 0th Frame 
1 9 Boot Camp 
1943 

5 Star Games 
720 

Ace of Aces 
Action Fighter 
Addidas Football 
Aliens (US) 

Altered Beast 
APB 

Arkanoid 

Auf Wieder Monty 
Back To The Future 2* 
Barbarian (PAL) 

Bards Tale 1 
Bards Tale 2 or 3 
Hint Book 
Bards Tale 2 
Bards Tale 3 
Barry McGuigan 
Batman The Movie 
Battlechess 
Beach Volley* 

Bionic Commando 
Bomber 
Bonecruncher 
Boxing Manager 

ccK Boy 

Castle Master 
Championship Sprint 
Chase HQ* 

Cobra 

Combat School 
Commando 
Continental Circus 
Crackdown 
Crazy Cars 
Critical Mass 
Crystal Castles 
Curse of Azure Bonds 
Cyberball 
Cybernoid 
Dan Dare 3 
Desolator 
DFM Database- 
Datafile 

Double Dragon 2 
Dragon Ninja 
Dragons Lair 
Dynasty Wars* 

Emlyn Hugh 
Ena Zone 
Enduro Racer 


es 


Escape From Robot 
Monsters 
Espionage 
Fast Break 
Fiendish Freddy 
Fighting Soccer 
Fire ana Forget 2* 
Football Manager 2 
Gift Pack 


Ford GB Rally 


Gauntlet 1 or 2 
Gazzas Soccer 
Ghostbusters 2 
Ghosts n Goblins 
Ghouls n Ghosts 
Graham Gooch 
Great Escape 
Green Beret 
Grid Iron 2 
Gun Ship 
Hard Drtvin 
Hardball 
Hereos 
Hillsfar 
Hypersports 

Ikari Warriors 
Impossamole 
Inay Jones Action 
Indy Jones Temple 
Infiltrator 
Int 3D Tennis 
Invostat - Invoicing 
Jack Nicklaus Golf 
Jack The Nipper 
Jail Break 
Kick Off 


CBM 64 


Cass Disc r 

I Tide 

Cass Disc 

9.99 

14.99 

Kick Off 2* 

6.99 

9.99 

2.99 


Laser Squad 

6.99 

9.99 

2.99 


Leaderboard 

2.99 


2.99 


Liverpool* 

6.99 



6.99 

Manchester United 

6.99 

9.99 

2.99 


Masters of Universe 

2.99 


2.99 


Match Day 2 

2.99 


6.99 


Matchpoint 

2.99 


6.99 

9.99 

Mega Mix 

9.99 

14.99 

2.99 


Metrocross 

2.99 


7.99 

10.99 

Miami Vice 

2.99 


6.99 

10.99 

Microprose Soccer 

9.99 

13.99 

2.99 


Midniqht Resistance* 

6.99 

9.99 

2.99 


Mikie 

2.99 


6.99 

9.99 

Mini Office 2 

10.99 

13.99 

2.99 


Monty on the Run 

2.99 


2.99 

6.99 

Monty Python* 

6.99 

9.99 



Mr Heli 

6.99 


5.99 

5.99 

Nemesis 

2.99 



13.99 

New Zealand Story 

6.99 

9.99 


13.99 

Night Raider 

2.99 


2.99 


Ninja Spirit* 

6.99 

9.99 

6.99 

9.99 

Ninia Warriors 

6.99 

9.99 


10.99 

Operation Thunderbolt 6.99 

9.99 

6.99 

9.99 

Operation Wolf 

6.50 

9.99 

' 2.99 


P47 

6.99 

9.99 

9.99 

13.99 

Paperboy 

2.99 



6.99 

Ping Pong 

2.99 


6.99 


Pipemania 

6.99 


2.99 


Pitstop 2 

2.99 


6.99 

9.99 

Platoon 

2.99 


6.99 

9.99 

Popeye 

2.99 



2.99 

Predator 

2.99 


6.99 

9.99 

Quaterback 

6.99 


2.99 


Quedex 

3.99 


2.99 


Rack Em 

2.99 

6.99 

2.99 


Rainbow Islands 

6.99 

9.99 

6.99 

9.99 

Rally Driver 

2.99 


7.50 


Rampaqe 

2.99 


2.99 


Renegade 

2.99 


2.99 


Retrograde 

6.99 

9.99 

2.99 


Rick Dangerous* 

6.99 

9.99 


16.99 

Road Blasters 

2.99 


6.99 

9.99 

Robocop 

6.99 

9.99 

2.99 


Robocop 2* 

6.99 

9.99 

6.99 


Rolling Thunder 

2.99 


2.99 


Rugby Boss 

2.99 




Saboteur 

2.99 



6.99 

Scooby Doo 

2.99 


6.99 

9.99 

Serve & Volley 

2.99 

6.99 

6.99 

9.99 

Shadow Warriors* 

6.99 

9.99 

2.99 


Shao-lins Road 

2.99 


7.50 

10.50 

Shinobi 


9.99 

6.99 

9.99 

Shockway Rider 

3.99 


2.99 


Shoot Em Up Con Kit 

10.99 

13.99 

2.99 


Short Circuit 

2.99 


6.99 

9.99 

Side Arms 

2.99 




Silent Service 

6.99 

9.99 

6.99 

9.99 

Silk Worm 

6.99 

9.99 

3.99 


Silkworm IV* 

6.99 

9.99 

2.99 

6.99 

Snare 

6.99 

9.99 

6.99 


Snow Strike* 

6.99 

9.99 

7.99 

10.99 

Sooty and Sweep 

2.99 


6.99 


Space Harrier 

2.99 




Space Harrier 2 

6.99 

9.99 

6.99 

9.99 

Spy Hunter 

2.99 


2.99 


Spy Who Loved Me* 

6.99 

9.99 

2 6.99 

9.99 

Star Paws 

2.99 


6.99 

9.99 

Stealth Fighter 

9.99 

13.99 

7.99 

9.99 

Strider 

7.50 

9.99 

7.99 

9.99 

Stunt Car Racer 

6.99 

9.99 

6)7.99 

9.99 

Summer Games 

2.99 


2.99 


Super Cycle 

2.99 


2.99 


Super Hang On 

2.99 


6.99 


Super Sprint 

2.99 


8.99 

10.99 

Taito Coin Ops 

8.99 

10.99 

2.99 


Test Drive 2 The Duel 

6.99 

9.99 

7.50 

9.99 

Thanatos 

2.99 


2.99 


The Biz 

9.99 

14.99 

2.99 


The In Crowd 

8.99 

10.99 

2.99 


The Vindicator 

2.99 


2.99 


They Stole a Million 


6.99 

9.99 

13.99 

Thundercats 

2.99 


6.99 

9.99 

Tie Break 

6.99 

9.99 

2.99 


Time Scanner 

2.99 


8.99 

12.99 

TKO 

2.99 

6.99 


13.99 

Toobin 

6.99 

9.99 

2.99 


Top Gun 

2.99 


2.99 


Total Recall* 

6.99 

9.99 

2.99 


Tracksuit Manager 

6.99 

9.99 

6.99 


Transact-Bookeeping 

3.99 

6.99 

7.50 

9.99 

Turbo Espirit 

2.99 


2.99 


Turbo Outrun 

7.50 

9.99 

2.99 


Turrican 

6.99 

9.99 

6.99 

9.99 

TV Sports Football 


13.99 

3.99 

6.99 

Untouchables 

6.99 

9.99 

6.99 

9.99 

Vendetta 

7.99 


2.99 


World Cup 




6.99 

Compilation 

8.99 

12.99 

6.99 

9.99 






Rick 

Dangerous 
Amiga- £7.99 
C64 Cass- 
£2.99 



Kick off 
Amiga £7.99 
C64 Cass 
£2.99 


SPECIAL 

OFFER 


Track Suit 
Manager 
Amiga £7.99 



Top Quality 
Unbrandea 

10x3.5" DSDD-E5.99 
20x3.5" DSDD-£ 10.99 
50x3.5" DSDD-E23.99 
100x3.5" DSDD-£49.99 

Branded TDK 

3.5 DSDD £1.25 Each 
5.25"DSDD 75p Each 




Konix Sr 
£1 

Konix Navigator- 
£9.99 

Cheetah 125+-£6.99 
Quickjoy 2 Turbo- 
£9.99 

Cheetah Mach 2- 
£9.99 

Quickshot 3 Turbo- 
£9.99 

Sega Control Stick- 
£13.99 


TITLE 


AMIGA 


1 /2 Meg Upgrade With Clock 

688 Attack Sub 

Addidas Football 

All Dogs Go To Heaven 

Amos 

Back to the Future 2* 

B.A.T* 

Barbarian (PAL) 

Barbarian (PSY) 

Bards Tale 1 

Bards Tale 1 , 2 or 3 Hint Book 

Bards Tale 2 

Batman The Movie 

Battle of Britain 

Battle Chess 

Battle Command* 

Battlemaster* 

Beach Volley 
Billy The Kid* 

Bionic Commando 
Bloodwych 

Bloodwych + Data Disc 
Bloodwych Data Disc 
Bomber 

Boxing Manager 
BSS Jane Seymour* 

Budokan 

Cabal 

Castle Master 
Cavadar* 

Chase HQ 
Chase HQ 2* 

Codename Ice Man 
Colorado* 

Combo Racer 
Conflict 
Conqueror 
Corporation* 

Crackdown 
Crazy Cars 2 
Cyberball 

Dragon Force (1 Meg) 

Dragons Breath 
Dragons Lair (1 Meg) 

Dragons Lair 2 - Singes Castle 
Drum Studio 

Dungeon Master ( 1 Meg) 
Dungeon Master Hint Book 
Dynamite Debugger* 

Dynasty Wars 
Eagles Nest 
Edition One* 

Elite 

Emlyn Hughes 
Emlyn Hughes Quiz* 

Escape From Colditz * 

Escape From Robot Monsters 

FI 6 Combat Pilot 

F29 Retaliator 

Falcon FI 6 

Falcon Mission Disc 1 

Falcon Mission Disc 2* 

Final Battle* 

Fire and Brimstone 
Fire and Forget 2* 

Flight of the intruder* 

Flight Sim 2 
Flood ' 

Fit Disc European 
Fit Disc Japan 
Flying Shark 
Ford GB Rally* 

Football Director 2 
Football Manager 2 Gift Pack 
Full Metal Planet 
Fun School 2 (6 to 8) 

Fun School 2 (over 8) 

Fun School 2 (under 6) 

Future Wars 
Ghostbusters 2 
Ghosts and Goblins 
Ghouls n Ghosts 
Gold Of The Astecs 
Grim Blood 
Gunship 
Hardball 2 
Hard Drivin 
Hereos* 

Heros Quest 

Hollywood Poker 

Hounds of Shadow 

Hunter Killer 

mperium 

nay Jones Action 

ndy Jones Adventure 

ndy Jones Hint Book 

nt 3D Tennis 

nt Soccer Challenge* 

nterphase 

ron Lord 

talia '90 

taly 1 990 

t Came From The Desert (1 Meg) 
t Came From The Desert Data 
Ivanhoe 

Jack Nicklaus Golf 

Jack Nicklaus Unlimited Golf 

Joe Blade 1 or 2 

K Quest 1 ,2,3 or 4 Hint Book 

Kennedy Approach 

Kick Off 2 

Kick Off X-tra Time 

Killing Game Show 

Kind Words 2 

Kings Quest 4* 


49.99 

16.99 
16.99 
16.99 
34.99- 
16.99 

16.99 
7.99 
7.99 

7.99 

5.99 

17.99 

16.99 

19.99 

16.99 

16.99 

19.99 

16.99 
16.99 

7.99 

16.99 

19.99 

9.99 

21.99 

13.99 

16.99 
16.99 
16.99 
16.99 
16.99 
16.99 

16.99 

26.99 

16.99 

13.99 

4.99 

16.99 
16.99 

16.99 

14.99 

13.99 

19.99 

21.99 

29.99 

26.99 

4.99 

15.99 

9.99 

16.99 
16.99 

4.99 

16.99 

14.99 

13.99 

13.99 

16.99 

13.99 

16.99 

16.99 

19.99 

13.99 

13.99 

16.99 
16.99 

16.99 

19.99 

26.99 

16.99 

13.99 

13.99 

9.99 

16.99 
12 99 

13.99 

16.99 

11.99 
11.99 

11.99 

16.99 

16.99 

13.99 

16.99 

16.99 

4.99 

14.99 

16.99 

13.99 

16.99 

26.99 
4.99 

16.99 

4.99 

16.99 

13.99 

16.99 

5.99 
16.99 

16.99 

11.99 

16.99 

4.99 

16.99 

14.99 

9.99 

16.99 

15.99 

19.99 

4.99 

6.99 

14.99 

12.99 

7.99 

16.99 

34.99 

26.99 


TITLE 


AMIGA 


Kings Quest Triple 
Knights of the Crystallion 
Laser Squad 
Leisure S Larry 1 or 2 Hints 
Leisure Suit Larry 2 
Leisure Suit Larry 3 
Lightforce 

Little Computer People 
Liverpool* 

Lombard RAC Rally 
Loom* 

Lost Patrol 
Ml Tank Platoon* 

Magnum 4 
Manchester United 
Manhunter 2 
Manhunter in New York 
Manhunter NY Hint Book 
Matrix Marauders* 

Midnight Resistance* 

Midwinter 
Monty Python* 

Muder* 

New Zealand Story 
Nightbreed* 

Ninja Spirit 
Nin|a Warriors 
Nitro* 

Operation Harrier* 

Operation Stealth* 

Operation Thunderbolt 
Oriental Games* 

Outrun 
Pipemania 
Player Manager 
Plotting* 

Police Quest 
Police Quest 2 
Police Quest Hint Book 
Populous 

Populous Promised Lands 
Power Monger* 

Projedyle 
Pro Tennis Tour 
Rainbow Islands 
Resolution 101 
Rick Dangerous 2* 

Robocop 
Robocop 2* 

Rock Star My Hamster 
Rolling Thunder 
Rorkes Drift* 

Rotox 

RVF Honda 
Shadow of the Beast 
Shadow Warriors 
Sherman M4 
Shoot Em Up Con Kit 
Sidewinder 1 or 2 
Silent Service 
Silkworm IV* 

Sim City 

Siom City Terrain 
Skate or Die* 

fiy Sp y* 

Snowstrike 
Space Ace 

Space Quest 1 ,2 or 3 Hint Book 
Space Quest 3 
Speedball 2* 

Spy Who Loved Me 
Star Trek V* 

Strider 
Stun Runner 
Stunt Car Racer 
Subbuteo 
Super Cars 
Team Yankee 
Tennis Cup 

Test Drive 2 California Chal 
Test Drive 2 Muscle Cars 
Test Drive 2 Super Cars 
Test Drive 2 The Duel 
The Cycles 
The Plague 
Thunderstrike* 

Tie Break 
Toobin 
Total Recall* 

Triad Vol 3 
Treble Champions 
Turbo Outrun 
Turrican 

TV Sports Baseball* 

TV Sports Basketball 
TV Sports Football 
UMS 
UMS 2* 

Unreal 

Untouchables 
Greg Normans Golf 


/aiker 

Wayne Gretzky Hockey 
Wings* 

Wings of Fury* 

Wonderland* 

World Class Leaderboard 
World Cup Compilation 
World Cup Soccer 90 
World Cup Soccer 90 (1 Meg) 
Xenomorph 
Xenon 2 Megablast 
Xenophobe 
Zombi 


26.99 

21.99 

12.99 

6.99 

26.99 

26.99 

16.99 

4.99 

16.99 

14.99 

16.99 

16.99 

21.99 

16.99 

16.99 

21.99 

21.99 

6.99 

13.99 

16.99 

19.99 

13.99 

16.99 
16.99 
16.99 

16.99 

13.99 

16.99 
16.99 
16.99 
16.99 
16.99 

7.99 

16.99 

12.99 

16.99 

16.99 

26.99 

6.99 

16.99 

7.99 
16.99 
16.99 
16.99 
16.99 
16.99 

16.99 

15.99 

16.99 

4.99 

7.99 
16.99 

16.99 

14.99 

14.99 

16.99 

16.99 

19.99 

4.99 

14.99 

13.99 

19.99 

13.99 

16.99 
16.99 

16.99 

26.99 

6.99 

26.99 

16.99 

13.99 

19.99 

16.99 

13.99 

15.99 

12.99 

13.99 

16.99 
16.99 

9.99 
9.99 

9.99 
16.99 
16.99 
16.99 
16.99 

16.99 

13.99 

16.99 

19.99 

13.99 

16.99 

16.99 

19.99 

19.99 

17.99 

14.99 

15.99 

19.99 

16.99 
16.99 
16.99 

16.99 

19.99 

13.99 

19.99 

7.99 

14.99 

13.99 

13.99 

16.99 

15.99 

4.99 

16.99 


SShSmi 
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SOMEWHERE OVER THE 
RAINBOW 

, “ 'A.' 1 i, ' '• , ' -V - 'V , /„•' J . ' rw 

Dear Lloyd 

I have only been backing ZZAP! since issue 59 and I’m already positive 
(yes, definitely positive) that it’s the best mag in the galaxy (come to 
think of it the Universe). You can’t complain now can you LM? Now let’s 
get rid of all this boring old gossip and get down to business. I’m an 
addicted C64 owner and just want to make a few points about Taito’s 
brilliant Rainbow Islandsl 

1 . On the instructions list (under hints and tips) it reads. ‘There’s a 
secret room on each Island but how to access it is confidential?’ and I’m 
baffled about it! Please could you tell me where they are, how to access 
them, and what’s so special about them. 

2. After working my way through Insect and Combat Islands and 
reaching that infuriating Vampire (the guardian on Monster Island) with 
four credits and four lives I pathetically perish om the Vampire’s 
dominion. Yes I occasionally get flukey and destroy it but still lose a load 
of lives! What is the best way to destroy it? Preferably without losing 
many lives. 

3. 1 have only reached Doh’s Island three times and only managed to 
confront him once, but have not been able to annihilate him. Which 
point can the ZZAP! team reach? (without using any cheat modes or 
pokes!) 

4. Are there any Rainbow Islands pokes or cheatmodes? If so please 
list them. 

5. Why does the orange diamond flash when collected? 

6. Here’s what l think of Rainbow Islands... 


Presentation 71% 

Not particularly good title screen. But the level presentation is good. 

Graphics 97% 

Extremely good, clear, colourful, good bold beasties and detailed 

goodies. 

Sound 96% 

Catchy main tune, smart background rhythm, and brill invincible and 

high score table tune. 

Hookahility 74% 

You might give up if you come to a stage you find impossible, but after a 

load of attempts you’ll be back playing. 

Instability 95% 

28 levels is enough to keep anyone eyed to the screen for a long time! 

Overall 

97 % 

A very playable addictive game. You won’t be able to tell the difference 
between the Coin-Op and the 64 version! 

James Newman, Salisbury SP2 7TG. 

PS. Why the ‘Ibleepl’ did ZZAP! give Int. 3-D Tennis 91% on graphics? 

A couple of triangular-headed stick men is not what I call good graphics! 

1. On the Amiga , if you collect all the diamonds in the correct order a 
door appears on the end-of -island monster screen . If you jump into it 
you appear in a screen with a special feature to collect, ie permanent 
double rainbows. On the C64 the feature simply appears on the 
monster screen. 

2. You really need double or triple rainbows (preferably permanent, in 
case you mess it up first time). Walk to the left, jump up two platforms 
then keep firing as the vampire descends. If this doesn’t kill him, fall to 
the left and keep firing as he moves toward you. It is possible! 

3. Phil has got to monster island, while Robin and the Scorelord have 
got to robot island. Stu's got onto the final island, but everyone’s playing 
the easier Amiga version currently. 

4. Robin’s in the middle of a tips feature on Islands, so watch out! 

5. Dunno! 

As for Tennis, the smoothness of the animation, the very effective way 
the graphics worked, the profusion of camera angles and the originality 
all made it worth the mark. 


I WANT YOUR HEX 

Dear Lloyd 

I have been buying ZZAP! since Issue 53 and I’m impressed. You do a 
great job, but now that CU has dropped the 64, you’re the only decent 
magazine for us 64 owners. This means that you have to do an even 
better job. I have a few suggestions to make and a few questions to 
ask. 

1 . The reviews are mostly good. I was especially impressed by the 
Batman: The Movie review. But why aren’t more reviews done like this? 
Surely The Untouchables and maybe Op Thunderbolt could have been 
done with a little more imagination? 

2. A couple of other things the Batman review has over others — 

(a) Loads of screenshots. Op Thunderbolt was terrible in this 
department! One 64 screenshot and two Amiga? What’s going on? This 
game was one of the main contenders for the Christmas number one. 
There should have been many more shots. The Batman review was 
spread over four pages, so why not other Gold Medal winners? 

(b) The Amiga review was separated from the 64. You should do this 
with more Sizzlers and Gold Medals, because by doing this, any 
additional comments about areas where the Amiga is better than the 64 
can be made. 


3. The Word is pretty good but could be better. Surely there’s more 
news floating around the computing world than you print. How about 
combining the Word and the Previews? I’m sure it would make a much 
better read. 

4. Has the Megatape become a monthly thing? If so, great, but £1 .95’s 
a bit steep isn’t it? And if the games are going to be anything like 
Dominion, it’s not worth it. 

5. I’m not the first to say ZZ it and I won’t be the last. MORE ARCADES 
PLEASE!!! If CU can do it, why can’t you? 

6. The charts are a farce. They’re almost exactly the same every month. 
Why not give us the official charts? 

7. By the way, what was the Christmas number one? 

8. How about more interviews with programmers, like the Turbo Out Run 
and Vendetta ones you’ve had recently? Alright, the Diary of a game 
has returned, but interviews and diaries are two different things. 

9. Is R-Type any good on the 64? I’ve got Salamander and Armalyte 
and think these are both really good, so how does it compare with 
these? I’ve seen it on the Speccy and Amiga, and they’re both good, so 
if the Speccy’s good surely the 64 is! 

10. What about Dragon Ninja ? I was really impressed by the Amiga 
version, so is the 64 any good? 

11 . How can you possibly give The Great Escape 90%? It’s a load if 
rubbish! The graphics, although monochrome, are quite good and serve 
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their purpose fairly well. But the play area is too small, it’s too slow, too 
difficult and very tedious. I don’t think it deserved much more than 60%. 

12. Now it’s World Cup time again, how about doing a pull-out with all 
the reviews of footy games you’ve ever done in. C&VG did it just 
recently, although that was pretty vague and undetailed with hardly any 
screenshots. I’m sure it would make loads of people very happy, 
including myself. 

13. If you don’t do this, which is better, Emlyn Hughes international 
Soccer or MicroProse Soccer ? 

1 5. 1 own an Expert Cartridge but can’t work out how to enter pokes with 
it. Would I be better off buying a normal reset cartridge? If so, can I buy 
one from the Zzuperstore and how much would it cost? 

16. Keep up the good work! 

1 7 Does that deserve ‘Letter Of The Month’ or what? 

18. Bye! 

David Cousins, Bradford BD7 4BE. 

1 & 2. Reviews crucially depend on 

(i) how good the game is, (obviously the better it is the more space it 
should have). 

(ii) The number of other games around — we try and get every C64 
game in, as well as most Amiga stuff as well. If there’s a lot of games 
out then space is limited. 

(Hi) Game complexity. Batman has five subgames, most of which were 
very different. Describing them took space, and screenshots. 

(iv) Time. Batman arrived early enough for us to spend a lot of time on 
the layout. But then, at the last minute, the Amiga game arrived so a 
fourth page was added. 

2b. Separating Amiga and C64 reviews is something which many 
readers seem to like. We prefer combining them to save space, but we 
don’t honestly think the reviews suffer as a consequence. Comparing 
and contrasting sheds light on both versions and the review team do try 
and make clear the differences. (And don’t presume the Amiga version 
is usually better!) 

3. Hmmm. Hopefully the Word is getting more informative, although I’d 
have appreciated it if you’d said precisely what news you do think 
you’re missing out on. As for combining it with Previews, I’m afraid if 
that happened the Welshman would soon turn it all into previews! 

4. The Megatape is monthly from now on, it’s what you — the readers 
— asked for in the Zzaptionaire. But it’s not cheap and I’m afraid £1.95 
is the price. 

5. You’re not the first and you’re not alone. But there’s also plenty of 
people who don’t want any coverage at all. Still, Hoggy always keeps a 


keen eye on the coin-op scene and will be splurging that expenses 
money as soon as something exciting and original begins happening. 

6. The intention of the charts is for readers to vote for games they 
actually like, rather than simply having bought. We’re all aware of some 
rubbish games which sell well simply because of the hype. The readers’ 
charts should prevent that — if enough readers vote. 

7. According to Gallup the Xmas number one was Batman: The Movie 
in the C64, Amiga and all formats charts. 

8. Yep, there’s one this month with Visual FX. 

9. Unfortunately not, it was a disappointing conversion with a few bugs 
and not all that polished. C64 R-Type earned 72% in Issue 47. 

10. C64 Dragon Ninja never really measured up to the good looking 
Amiga version and Robin isn’t that keen on it. But it got 87% in, yes, 
you guessed, Issue 47. 

dl. Robin’s printable response is that it’s still one of his favourite games 
with lots of realistic atmosphere. Although he’s completed it, he still 
plays it now and then. A matter of opinion I’m afraid. 

12 & 13. Hmm, it’s under consideration with mixed opinions on the best 
C64 footy game. Robin likes the superlative presentation and arcade 
appeal of MicroProse while Phil prefers the more realistic Emlyn (he 
can foul in that one!). 

14. Due to misuse by pirates Tri logic have discontinued the Expert 
Cartridge and when I phoned they were unable to help on how to use it. 
Their number is (0274) 691115 if you want to give them a go. Robin is 
printing some Expert pokes, which are in hexadecimal (base 16), and 
there may be a way of switching the cartridge to decimal mode for other 
pokes. Alternatively you could convert decimal pokes to base 16 and 
see if they work; here’s how to do it (courtesy of Phil — all complaints to 
him!): 

Divide the decimal number by 16 and take the whole part (before 
the decimal point): this will be the first hex digit. If this is greater 
than 9 it’s represented by a letter from AtoF (A-10, F=15). The 
same applies to the second digit which equals the stuff after the 
decimal point multiplied by 16. 

Eg. For decimal number 125, dividing by 16 gives 7.8125, so 7 is 
the first digit of the hex number. The second digit = .8125*16=13=0. 
So the hex number is 7D. 

Erm, thanks Phil! 
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CLASSIFIED CLOSEDOWN 

Dear Lloyd 

I have just received Issue 63, to check to see if my advert for thp ncor 
group I help run is in the classified section. Well I’m glad to sav it is for 
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READERS’ REVIEWS 1 

Dear Lloyd, 

I have thought up a new feature for that amazing mag ZZAP! Why not 
let the readers have their own couple of pages to give their own 
opinions on games. But you’re going to say but we have already Rrap, 
so put letters about any other topic in Rrap and readers own game 
reviews in the other bit! You could call it You Review or something. I 
have done one for an example: 

SPACE ROGUE 

I have just bought a disk drive (1541) and for my first disc game I 
bought Space Rogue. When I loaded it up I was treated to an excellent 
title screen and an amazing intro. One thing about the loading is the 
length of time it takes, about two minutes. Once the game has loaded I 
looked at all the views and thought brill, and decided to use the 
navigational screen: what a time to load in the main computers, but I 
love the way the planets orbit the sun and revolve. Docking as you said 
was easy and the space station graphics were good as well. I enjoyed 
getting drunk and playing Hive as well as buying equipment, for my 
ship. The filled vector graphics are very fast but I have yet to destroy 
anything (not even a tanker!). The wormhole effect is very good and 
very hard, but satisfying as you appear in another system. 

Presentation is excellent with a good manual, storyline and cut-out 
models (I only got two). 

My marks would be: 

Presentation 95% 

Graphics 96% 

Sound 60% 

Hookability 90% 

Lastability 97% 

Overall 96% 

Thanks for reading and I hope you give my idea some consideration 
and ZZAP! is cool! 

Yours roguely 

Ben ‘bounty hunter’ Rotundo, Cheltenham GL51 9QP. 

Thanks for the review Ben, but I don’t think there’s a need for a 
separate section. When people feel particularly worked up about a 
game they can always write into me. 

LM 


C64 BETTER VFM 


Dear Lloyd 

I used to have a C64, which I sold a couple of years back and I bouqht 
an Amiga. I have since sold my Amiga and returned to the C64 and I’ve 
never been happier with a computer. Now, don’t get me wrong, the 
miga is a pretty incredible machine, with arcade quality graphics and 
some fantastic games and is the future of Commodore computing. I just 
eel that some epic Amiga games with brilliant graphics cannot compare 
playability-wise with games almost a third of the price on the 64 Let me 
give you an example or two, The Kristal and Starglider II even. I would 
much rather have Emlyn Hughes Soccer or even Up ‘n’ Down\ This is 

not sour grapes, as I have had an Amiga and experienced all of these 
games. 

Of course, in a perfect world, a game as brilliant as Populous would 
be suitable for conversion for the 64, but I believe that us C64 owners 
are more than adequately catered for with games like Myth. If you strip 
away the fancy graphics and awesome sound from most Amiga qames 
you are not left with much, if anything more than a fairly good C64 
game. I am not saying that Myth is better than Populous, the two just 
aren t in the same league, but for the price of Populous you can have 
two or maybe three original Sizzlers which in all might match it for 

lastability. I, for one, would rather have 3 C64 games than one Amiga 
game. ^ 

So, all you C64 owners out there, don’t feel gloomy when your 
Amiga-owning friend shows you the arcade graphics from the latest 
game: you are doing as well as, if not better than them. I’m not tryina to 
deny progress, I’m just saying that its a matter of taste 

Jonathan Refson, Liverpool LI 8 2EN. 

Familiar points, Jonathan, but well made. I’d only disagree with you 
over Starglider II which is superb if a bit easy, and Populous which had 

me completely hooked for a couple of weeks but then became rather 
repetitive. 


READERS’ REVIEWS 2 

Dear Lloyd 

I am sorry to say that I have written to complain about a recent review of 
System 3’s Vendetta (February 1990). I think this game was totally over- 
reviewed and over-hyped. 


z:z:a.p! September 1990 


35 



Being a fan of such games as The Last Ninja 1 and 2, and Tusker 
(also by System 3) I was very pleased to read your preview of Vendetta 
and even more so by the review Phil said: ‘If you thought the Ninja 
games were great, Vendetta will blow your mind.’ At this, I thought 
brilliant and with it earning a Sizzler, I decided to send away for it from 
the Zzuperstore. 

After four months of waiting, I finally received Vendetta , loaded it up 
immediately and marvelled at the opening sequence. During the five 
minutes it took to load the first level (on tape), I knew this had to be an 
excellent game... It all got off to a good start with me admiring the nice 
graphics and sound, and after a good few hours blasting, I managed to 
complete the first level. After another long load I got into the driving 
section. I was initially disappointed by the rubbish enemy sprites, but 
found this section a lot more playable than Turbo Out Run or Powerdrift ~ 
From this level on it was downhill. I completed the third section in a 
short time, and the next driving section. Then I completed the fifth level 
in an even shorter time, another driving section, and for the very last 
and very anticlimactic level, it took me a massive five minutes to 
complete. In the last level, all I did was shoot four men and then found a 
man lying oh the ground (from out of nowhere!) Here I had to do 
something really challenging. I picked up a handbag and guess what, 
the whole game was completed!!!! Aaaaaargh!!!! After a massive four 
months of waiting, I expected more than four hours play from a game 
that cost me ten pounds. It wasn’t the graphics or the sound that was to 
fault, it was the lastability. I can’t see that you could have given a rating 
of 94% for lastability (unless you were totally and utterly crap at this 
game). 

I can’t say anything more, but I am very disappointed in you for giving 
a game that was supposedly better than Ninja 2, a Sizzler. For the sake 
of anyone out there who is thinking of getting Vendetta , DON’T!!! I am 
now giving you my review of Vendetta: 

Presentation 86% 

Excellent video intro, but a very long-winded multiload. 

Graphics 89% 

Good, but a little undetailed in places. Very good road effect, but rubbish 
car sprites. The f40 car is very nice though. 

Sound 81% 

Some good sound FX, and good music intro, and completion of game 

tune. 

Hookability 94% 

Very high, especially if you like the Last Ninja 2. 

Lastability 73% 

Much too easy to complete, and because of the multiload, you are 

unlikely to return to it. 

Overall 


A good game, marred by a very easily set difficulty level, and the levels 

were too shallow. 

This probably won’t get printed, and if it does, I will probably be insulted 
but I don’t care, as long as I have set the review right. But remember 
Lloyd, you once told us to write in if we disagreed with games reviews, 
so this is what I have done. 

Darren McNaney, Northern Ireland. 

PS. The megatapes are great. Keep it up (ooh-er). 

LM: Insult a reader, do I ever do that? Well, maybe, but not unless the 
letter is fairly silly — which yours isn’t. Over to Phil for a reply (and an 
insult?): 

PHIL: I don’t know about over-reviewing Vendetta, it was more a case of 
under-reviewing. Irl an ideal world we’d have ages to review games and 
no deadlines to meet. Sadly this wasn’t the case with Vendetta which 
System 3 brought down to Ludlow at the end of a schedule. As you say 
the presentation is great, and we had great fun playing the game. 
Unfortunately when we were given a finished version to keep, we found 
oersistent play over a few days soon resulted in it being completed. 
Obviously the lastability rating was wrong, and it’s always the most 
difficult mark to do. We can’t predict how long it will take to finish a 
game, only whether or not there’s sufficient variety and challenge to 
keep you playing after the first few goes. I’m sorry you were 
disappointed with it, but it’s obviously proved popular with many readers 
who’ve done numerous tips and maps for it. In retrospect we agree with 
your review and thanks for sending it in. As for the insult, you’re a 
banana, how about that? 


^m wfflna to say , agree with Steve Williams's sentiments about your 
SS Personally 9 ! think you are light years aheadofCU^en't 
comes to layout and design and if I had an Amiga chancewouldbe a 
finp thin a) l would not hesitate in buying ZZAP! instead of CU cos CU 
stands for CRAP UNDOUBTEDLY, not Commodore User has it would 
hpvp us believe I don’t want peop e to think that 1 am against Amiga 

in thp world /check out the sales figures) and in the one onristmas 
month alone, there were half as many C64s sold as there havo beon 
Aminas cince the Amiaa’s release two years ago. Therefore, with this 
popularity, I very much doubt the C64 will be phased out in the next 

C °lwL 0 gotagto write a silly letter, like most people do, but afterthe 
slightly strange address, I decided I had something sensible to say.... 
i\/o inct fornotten what it is but never mind. Ah yes. Thanx tor tne 
meaatapes 9 but I (and I’m sure other C64 owners) would have preferred 
an fnternational 3D Tennis demo (just to see how well the graphics 
mm/od^ instead of a crap qame like Dominon. Also, the new layout and 

design of ZZAP! is great, but you should sackyou^r 

Ssmall gripe 11 Tcan't'Se an^hi^gwrong with ZZAP! and the addition 
oHhe Scffi (oTscorelloyd^- 'cos I think he's you) in the reviews ,s a 

with ease) Golden Axe in the arcades and 
1 think it s great Have you seen the preview of the C64 version? If so is 
it any good? 



3 N y o?io S of a questron but a statement. I would not mind an 
issue of ZZAP 1 with a coverdisk. It’s only fair to Amiga owners, h wo 

be a good idea to put one disk on the cover 

Questions over. Tell Mark Neesan to off! l ean t think of anything 
more borina than playing Thrust, Zenji , Zo/yx etc. Batman, Turbo urn 
Run and Mvth may have been easy but they were sooooo playable 
(especially Batman) and were well worth the money (and r ® t ' n 9 s ' n 
ZZAP!), ZZAP! is definitely THE mag to buy if you’ve got a 64 or Amiga. 

May it live forever! . 

Eddie Crow, Wales P016 8HB. 

t 

mg the Scorelord ? I’m far too nice a person for that (and definitely 
overworked!) You should see all the letters I have to read, but youve 
made some of the best points this month. Demos are a very good idea 

and there should be some on this 

1 It’s lookina very good, see The Dream Team feature. 

2 A very difficult question that one, it was obviously de f! gned ^ m 
colour blind and despite a few good, early games jf^ering ffom 
cnpr.cv oort-across games now. I suppose some people just want tne 
STmputer setip in one box: monitor computer etc. They can t all 

he aiven a wav on the ‘Noel Edmonds Road Show . 

3 H’s ooS if we get enough letters from Amiga owners. 

Oh dear, not the old *** stuff again. Please, no more letters comp/aimng 
about it And at least the point made is a goodone -a^uf®afrnan 
etc, not Mark! I’m sure many people share Eddie s opinion, althoug 

Myth is never an easy game! 

LM 
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THE G1RIFRIEND GAME! 

^^■■^■ 089840460 ? 


Here's your chance to see how 
good IJ really R with the girls! 


GIRLS! 
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WHO IS YOUR IDEAL GIRL? 
CALL 0898 404 601 


HOW DO U SCORE AT SNOGGING? 
CALL 0898 404 603 


HOW TO TELL IF A GIRL FANCIES YOU! 

CALL 0898 404 602 

HOW 2 GET THAT GIRL 2 FANCY U! 


CALL 0898 404 608 
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PENPALS UK 
CLUBUNE 

Get in touch with girls from the UK and 
the world with the Penpals UK Qubline! 
Leave your message on 0898 299282 
Hear other messages on 0898 299283 
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TURTLE TRANSPORT 
COME AND GET ’EM! 

This is wild! 5 of you 
mutants out there could 
soon own the Turtle tank, 
Turtle party wagon, Turtle 
air ship, and of course the 
Turtle sewer motorcycle! 
We're giving away these 
ultimate sets of Turtle 
transport, complete with all 
4 Turtle figures, to the 
winners of this turtlely 
brilliant competition! Call it!! 

PHONE 0898 404 633 


HAVE YOD EOT 
WHAT IT TAKES 
TO SURVIVE IN 
THE FIELD OF... 



TAKE ON THE 
ENEMY HUNKERS 
IN THIS EAME 
Of WAR!!! 


41)4635 


Rnd out who your superstai 
would be by calling 0898 4C 


rdate 
8404636 
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Calls cost 25p (cheap rate) and 38P (at all other times) per minute including VAT. 
Voiceline, PO Box 1640, London, NW1 8NG. Please ask your parents permission before you call. 
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RAD RAMP RADER 

Mastertronic Plus, £2. 99 


F ancy a race? I’ll ride my 
BMX and you can scoot 
along on your skateboard. What 
do you mean that’s an unfair 
contest? It’s what Rad Ramp 
Racer's all about, anyway. The 
screen is split horizontally with a 
skateboarder at the top and BMX 
rider below. Each must earn as 
many points as possible within the 
time limit by doing jumps and 
collecting tokens. Pressing fire 
propels you forward through the 
horizontally scrolling course. The 
half pipes at each end of the 
course allow you to make a quick 
turn via some furious joystick 
waggling. You can also move up 
and down to avoid barrels and 
flags — crashing wastes valuable 
time. Performing stunt jumps 


(flipping back and forth in mid-air 
by waggling the joystick) from 
ramps earns loads of points. 

You can ‘race’ against the 
computer, using either BMX or 
skateboard, or go head-to-head 
against another player in a three- 
course cup. Either way, the 
simplistic action soon gets 
repetitive: there really isn’t much 
to do apart from avoiding 
obstacles and jumping a few 
ramps. Even the easy-to-use 
course designer (to redesign all 
three courses) can’t save the day. 
The game’s most ‘radical’ concept 
is that you sometimes get points 
for crashing, while the ‘bonus’ 
objects are apparently worthless! 

OVERALL 33% 


THE VINDICATO- 

The Hit Squad, £2. 
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T his original game was, for 
some reason, subtitled 
Green Beret H by Ocean. But 
rather than being an out-and-out 
shoot-’em-up this epic comprises 
three very different sections, the 
second and third accessed by a 
password. 

The first section is The 
Complex, a four-level maze 
(linked by lifts) of corridors and 
small rooms. Your aim here is to 
find the bomb components to 
blow The Complex apart. The 
rather strange 3-D perspective 
shows you running ‘out of the 
screen’ as you go forwards. To go 
the other way you must first do a 
180-degree turn. This can be , ... 
disorientating so the compass in 
the status panel is invaluable. 
Some of the rooms are inhabited 
by aliens who shoot you, draining 
your energy — which can be w 
replenished by finding oxy-gum. 
When killed aliens drop any lift or 
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computer pass-cards which 
they’re carrying along with 
cartridges for your rifle. On 
accessing a computer you’re 




given an anagram to solve — the 
correct answer is rewarded with 
your position in relation to the 
next bomb component. 


Section two is a vertically 
scrolling shoot-’em-up with you 
controlling a plane with which to 
strafe and bomb the landscape. 
Then it’s into your jeep to go 
through the landscape again (why 
didn’t you just parachute out?!), 
shooting or avoiding enemy tanks 
and helicopters. At the end of this 
level is the third and final section: 
a Green Beret - style shoot-’em-up 
with lifts to take you up and down 
levels of the large, nasty-ridden 
play area. 

Three very different sections 
might seem good value for the 
budget price but I’m not so sure. 
None of them is particularly 
playable. The first is disorientating 
and extremely tedious, the 
second a very straightforward 
vertical scroller, and the final 
section miles too difficult. Does 
the variety vindicate the lack of 
quality? Not quite. 

OVERALL 59% 
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T his conversion of the rather 
odd Video pinball’ coin-op 
wasn’t reviewed in ZZAP! due to 
its late arrival in the office (several 
weeks after its release by 
Activision) and its mediocrity. . 

The four double-screen (flicking 
between top and bottom) pinball 
tables are interlinked by ‘time 
tunnels’, ie special holes which 
the ball goes into. Unlike the 
Amiga version, though, you can’t 
switch between tables at will — 
the current table must first be 
completed before multiloading in 
the next. Tables are completed by 
performing a special task, eg the 
first one by flipping the ball 
through transparent tubes to 
the letters of ‘VOLCANO’. 


as using the flippers (one set for 
each half of the table) you can ‘tilt’ 
the table to alter the path of the 
ball. Time Scanner’s simple 
playability was okay on the Amiga 
which at least featured decent ball 
movement and easy switching 
between tables. Sadly the C64 
game is a very poor conversion 
with two-tone, Spectrummy 
graphics and appallingly slow, 
jerky ball movement. Surely part 
of the appeal of pinball is the 
speed of play: Time Scanner 
would hardly test the arcade 
reactions of a (dead) tortoise. A 
pity it’s so unplayable, as unlike 
most pinball sims the tables have 
" ,tt nty of special features. 

OVERALL 28% 


KILLING MACHINE 

Atlantis, £2.99 


Y ou may have thought you 
were the ultimate killing 
machine a couple of days 
ago, but now you’ve seen war at 
first hand and your starship has 
been reduced to scrap. You jump 
into your emergency escape ship 
and head for the nearest planet. 
The ship is equipped with guns, 
but you’d be happiest if the planet 
was overpopulated with scantily 
clad babes rather than any 
military hardware. Sadly, life on 
the planet is dominated by a giant 
brain which regards you as an 
invading virus. A bit of cheek you 
might think, but there’s no time to 
debate about when you took your 
last shower... Killing Machine is a 
vertically-scrolling shoot-’em-up, 
composed of three levels each 
with a massive baddie at its end. 
The final level guardian is The 
Great Brain itself. Getting that far 
will require smart use of all the 
add-on equipment floating 


around. Blastina a metal 
Caterpillar re 
capsule to double, then triple your 
firepower. Hitting an amoeba 
releases a shield (brief 
invulnerability) while the crab 
yields a speed-up. 

The levels aren’t very long, and 
with just three of them it’s no 
surprise testability is provided by 
a not particularly enjoyable high 
difficulty level. The graphics aren’t 
bad, with mediocre backgrounds 
and a fair variety among the 
sprites, while sound consists of an 
okay soundtrack and useful FX. 
The end-of-level guardians are 
unremarkable, and the game as a 
whole is unlikely to provide that 
much entertainment. The only 
novel factor is that the order in 
which the different aliens appear 
is random, making it impossible to 
learn a route through a level. 

OVERALL 36% 


INDIANA JONES AND THE TEMPLE 
OF DOOM 

Kixx, £2.99 (Rerelease) 


A ccording to the hype, 

Spielberg made the third ^ 
Indy film partly to make up for 
The Temple Of Doom -—the 

the movie trilogy. A prequel to 
Raiders it has Indy called on to 
help an Indian village. The 
villagers’ fabulous Sankara W 
stones have been stolen, and all 
the children kidnapped. There’s a 
it of guff about which Indy is 
most interested in liberating from 
the dastardly Thuggees — but we 
all know where Indy’s heart is. 

The US Gold tie-in game is 
based on a three-part Atari coin- 
op. Load one is where the 
children are held captive in tiny 
cages. Indy uses his whip to open 
their cages, stun Thuggee guards 
and kill snakes. He must also be 
quick on his feet, avoiding falling 
from the platforms linked by 
wooden tedders. There’s 
conveyor belts to add more fun, 
but what Indy is really looking for 
is the mine cart to take him to ^ 
load two. 

This next stage sees Indy 
zooming down a diagonally 
scrolling track, leaning left or right 


to avoid breaks in the rails and 
switch lanes. Surviving this leads 
Indy into the Temple of Doom 
itself. More Thuggee guards and 
a moving bridge must be faced as 
Indy stives to recover one of the 
Sankara stones. Once he has the 
first stone, he follows the usual 
coin-op idiocy of going right back 
to the start. Three trips around 
should take him to a rope bridge 
and the end of the game. 

First relelsed in December 
1987, Doom got a straight sweep 
of ‘ugh’ expressions off the ZZAP! 
team? Julian Rignall ‘never liked 
the original arcade game that 
much — the gameplay is very 
weak... [but] the worst thing of all 
is that more time is spent battling 
the unwieldy loading system than 
playing the actual game.’ 41% 
was the overall mark and it 
doesn’t seem that unfair now. 
Stage one is fairly playable and 
it’s good how all the levels 
gradually increase in difficulty, but 
levels two and three are much too 
short and simplistic to justify the 
multiloading. 

OVERALL 39% 
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TIME SCANNER 

The Hit Squad, £2.99 (Rerelease) 
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If we don't stock it 
you probably don't need it 


At Microsnips, we stock over 3,600 
different computers and accessories. 

So whatever you’re looking for, look no 
further. 

Even if all you’re seeking is some 


COMPUTERS 


Commodore 64C Light Fantastic Pack £149.95 

Also available Light Fantastic C64C Upgrade & Software 

£39.95 

AMIGA FLIGHT OF FANTASY PACK 

Including ‘Extras’, Workbench 1-3, Manuals, Modulator, 
Rainbow Islands, F29 Retaliator, Escape From The Planet of 
the Robot Monsters, Deluxe Paint II, Mouse Mat, 5 free disks, 


expert free advice. 

After all, how else do you think we have 
become one of the most respected hardware 
and software dealers in Britain? 


DATA RECORDERS & ACCESSORIES 


Mouse Holder and Disk Box. 

Commodore 64 World Cup Pack 

£399.00 

£159.95 

MONITORS & LEADS 


Philips 8833 Medium Res Colour/Stereo 

(Including Lead) 

£249.00 

Commodore 1084 Colour Monitor 

(Including Leads) 

£239.00 

Philips Commodore Mono Monitor 

£79.95 

CBM to Mono Monitor Lead 

£5.49 

Amiga to Scart/21 Pin Euro Connector 

£13.95 

Amiga to Ferguson Lead 

£8.95 

C64/1 28 to Colour Monitor 

£3.99 

TV/Computer Aerial Switching Unit 

£2.95 

Computer-TV Lead 

£1.99 

Thingi De-Luxe Copy Holder 

£6.99 

Philips TV Tuner for 8833 Monitor 

£69.95 

DISK DRIVES & LEADS 

CBM 1541 II Disk Drive 

£129.95 

Amiga A590 20mg Hard Disk 

£399.00 

Cumana 1 mg 3Vfe" DS Amiga Drive 

£89.95 

Q-Tec 1 mg Amiga 3 V 2 " DS Drive 

£79.95 

3 V 2 " Disk Cleaner 3 V 2 " DS Drive 

£4.95 

TDK 3W DSDD (World’s No 1 ) 1 0 for 

£14.50 

TDK 5V4" DSDD (World’s No 1) 10 for 

£7.95 

Lockable Disk Box (Holtfs 40 3 V 2 ") 

£6.50 

Lockable Disk Box (Holds 100 5V4") 

£7.50 

1 00 - 5 V 4 " Disks plus above Disk Box 

£39.95 


Load- It Datacorder C64/1 28 

£39.95 

T urbo-Corder for C64/1 28 

£29.95 

Cl 6 to C64 Tape Lead Converter 

£5.95 

Cl 5 Data Cassettes 1 0 for 

£5.90 

PRINTERS & ACCESSORIES 

Citizen 120D inc. Parallel I/FACE 

£149.95 

NEC P2200 24 Pin 

£299.00 

Panasonic KX-P1081 

£179.95 

Panasonic KX-P1 124 24 Pin 

£299.00 

Star LC10 Colour (State CBM/Parallel) 

£229.95 

Star LC10 Mono (Parallel) 

£179.95 

Star LC24/1 0 24 Pin 

£299.00 

Amiga to Centronics Lead 

£7.99 

C64 Printer Connector for CBM Printers 

£3.99 

Box 2000 Fanfold Plain Paper 1 1" x 9 V 2 " 

£15.95 

1 000 1 Across Labels 

£6.95 

Citizen 120-D Ribbons 2 for 

£7.95 

Panasonic 1081 Ribbons 2 for 

£7.95 

Star LC10 Black Ribbons (Nylon) 2 for 

£7.95 

Star LC10 Colour 

£7.95 

Panasonic 1124 Ribbon 

£9.95 

MISCELLANEOUS 

Amiga Pro-Sound Designer (Complete) 

£79.95 

Amiga Future Sound 

£89.95 

Commodore 64C Dust Cover 

£6.95 

Amiga Dust Cover 

£7.95 

Amiga Mouse 

£29.9& 

Mouse Holder 

£2.95 

SPARES 

Amiga Replacement Power Supply 

£49.95 

Micromate Commodore 64 PSU 

£24.95 

Bowthorpe Anti Surge Plug 

£14.95 

4-Way Apollo 810 RF/Anti Surge Trailing Socket 

£24.95 


RING 051-630 3013 TO ORDER 

or for FREE CATALOGUE 
Answerphone 6.00 p.m. - 9.00 a.m. 


OVERSEAS CUSTOMERS NOTE 
Postgiro International accepted. NOT 
Postbank Postcheque. Books not taxable - 
Europe add £5. Non Europe add £10. We 
reserve the right to charge carriage at cost. 


UK POSTAGE AND PACKING. Items under £50 
add £2. Items under £100 add £5. Items over £100 
add £10 for Group 4 Courier ensuring delivery the 
day after the despatch. Overseas customers 
(Europe): Full price shown will normally cover 
carriage and free tax. Non Europe add 5% to total. 



CHEQUE GUARANTEE NUMBER MUST BE WRITTEN ON THE BACK OF ALL CHEQUES TO AVOID DELAY 



Personal Callers Welcomed 




37 SEAVIEW ROAD, WALLASEY, MERSEYSIDE L454QN. 051-6303013 051-6305396 051-6912008 FAX: 051-639 2714 












MAIL ORDER ONLY 


CBM 64 FULL PRICE 


NEW BACK CATALOGUE 


CASS' ...DISC 

Adidas Championship 

Football 8.99. ...9.99 

Batman The Movie 6.99. ...9.99 

Battlechess N/A....9.99 

Black Tiger 6. 99. ...9. 99 

Bloodmoney 6. 99.. ..8. 99 

Bloodwych 6.99. ...9.99 

Cabal 6.99. ...9.99 

Carrier Comand 9.99 . .1 1 .99 

Castle master 6. 99. ...9. 99 

Championship Golf.. .....6.99 N/A 

Chase H.Q 6. 99. ...9. 99 

Continental Circus 6. 99. ...9. 99 

Crackdown 6. 99. ...9. 99 

Cricket Master 6.99 N/A 

Curse Of Azure Bonds N/A ..16.99 

Daily Double Horse 

Racing 6.99. ...9.99 

Dan Dare 3 6. 99. ...9.99 

Die Hard N/A. .13.99 

Double Dragon 2 6. 99. ...9.99 

The Duel (Test Drive 2). .6. 99 ..11.99 

Dynasty Wars 7. 50. ...9.99 

E-Motion 6. 99. ...9. 99 

Emlyn Hughes Soccer.. ..6. 99. ...9.99 
Escape Robot Monsters .6. 99... .9. 99 

F-16 Combat NEW 9.99. .13.99 

Ferrari Formula 1 6. 99. ...9. 99 

Fiendish Freddy 6. 99. ...9.99 

Fighter Bomber 9.99 ..13.99 

Flimbo's Quest 6. 99. ...9.99 


BUDGET 


Football Director 6.99 N/A 

Football Manager 2 + 

Exp Kit 6.99. ...9.99 

Football Manager 

World Cup Ed 6.99. ...9.99 

Fun School 2 (6-8) 6. 99. ...9. 99 

Ghouls and Ghosts 6.99. ...9.99 

Hammerfist 6.99. ...9. 99 

Heavy Metal 6.99. ...9.99 

Horse Racing N/A. ...9.99 

Italy 1990 Winners 6.99. ...9.99 

Indiana Jones 

Last Crusade 6. 99. ...9. 99 

Int. 3-D Tennis NEW ..6.99. ...9.99 

Kenny Dalglish Manager 6.99 N/A 

Kenny Dalglish Match ...6.99. ...9.99 

Kick Off 6.99 N/A 

Kick Off 2 6.99. ...9.99 

Kiax 6. 99. ...9.99 

Lazer Squad 6.99. ...9.99 

Man UTD 6.99. ...9.99 

Microprose Soccer 9.99 ..13.99 

MightAnd Magic N/A. .13.99 

Mini Office 2 11.99. .13.99 

The National 6.99 N/A 

New Zealand Story 6.99. ...9.99 

Ninja Spirit 6.99. ...9.99 

Ninja Warriors 6.99. ...9.99 

Operation Thunderbolt. ..6. 99... .9. 99 
Paul Gasgoine 

Super Soccer 6.99. ...9.99 

Pipemania 6.99. ...9. 99 


Pro Tennis Tour NEW. ...6.99.. 

Rainbow Island 6.99.. 

Red Storm Rising 9.99 . 

Rick Dangerous ...6.99.. 

Robocop 6.99.. 

Run The Gauntlet 6.99.. 

Scrabble, Monopoly 

& Cluedo 13.99.. 

Shadow Warriors 6.99.. 

Shinobi 6.99.. 

Space Harrier 2 6.99.. 

Starglider 2 9.99 . 

Star Wars Trilogy 8.99 . 

Stealth Fighter 9.99 . 

Strider 6.99.. 

Stunt Car 6.99.. 

Superleague Soccer 6.99.. 

Time Soldiers NEW 6.99.. 

Times Of Lore 6.99.. 

Tracksuit Manager 6.99. 

Treble Champions ........6.99 . 

Turbo Outrun 6.99.. 

Turrican NEW 6.99.. 

The Untouchables 6.99.. 

T.V. Sports Football N/A . 

Vendetta 6.99., 

World Boxing Manager.. 6. 99. 
World Cup Italia 1990 ...6.99. 

X-Out 6.99. 

Zombie 6.99. 


..9.99 

..9.99 

.13.99 

..9.99 

..9.99 

..9.99 

...N/A 

..9.99 

..9.99 

..9.99 

.13.99 

.13.99 

.13.99 

..9.99 

..9.99 

..9.99 

..9.99 

..8.99 

...N/A 

...N/A 

..9.99 

..9.99 

..9.99 

.13.99 

..9.99 

...N/A 

..9.99 

..9.99 

..9.99 


1942. 

1943. 
720... 
Ace 1 


Cauldron 1&2 


NEW. 


2.99 

Green Beret 

...2.99 

Sam Fox 

2.99 

.2.99 

Grid Iron 2 

...2.99 

Scooby Doo 

1.99 

.2.99 

Gunfighter 

...1.99 

Short Circuit 

2.99 

.2.99 

Hardball 

...2.99 

Skate Crazy 

2.99 

.1.99 

Hollywood Poker 

...1.99 

Skool Daze 

1.99 

.2.99 

Hypersports 

...2.99 

Soccer Boss 

1.99 

.2.99 

IK+ 

...2.99 

Soccer Director NEW 

2.99 

.2.99 

Ice Hockey 

...2.99 

Soccer Q 

2.99 

.2.99 

Impossible Mission 2 

...2.99 

Shoot Out 

2.99 

.2.99 

Indiana Jones Temple of Doom 

...2.99 

Soccer 7 

2.99 

.1.99 

International Manager 


Solomon’s Key 

2.99 

.2.99 

International Rugby Sim 

...2.99 

Sooty and Sweep 

2.99 

.2.99 

International Soccer 

...2.99 

Spaghetti Western NEW . . . 

2.99 

.2.99 

Ikari Warriors 

...2.99 

Spindizzy 

2.99 

.2.99 

Jack The Nipper 1 or 2 

...2.99 

Spitfire 40 

2.99 

.2.99 

K.G.B. Superspy 

...2.99 

Spyhunter 

2.99 

.2.99 

Kikstart 2 

...1.99 

Spy V Spy 1 or 2 

2.99 

.2.99 

Knight Games 

...2.99 

Steve Davis Snooker 

1.99 

.2.99 

Last Ninja 

...2.99 

Street Fighter 

2.99 

.2.99 

Leaderboard 

...2.99 

Striker 

2.99 

.1.99 

League Challenge 

...2.99 

Strip Poker 2 NEW 

2.99 

.2.99 

Little Puff NEW 

...2.99 

Summer Games 

2.99 

.2.99 

Macadam Bumper (Pinball) NEW 2.99 

Supercycle 

2.99 

.2,99 

Matchday 2 NEW 

...2.99 

Super Nudge 2000 

1.99 

.3.99 

Match Point 

...2.99 

Superstar Soccer 

2.99 

.2.99 

Mig 29 Soviet Fighter 

...2.99 

Supertank Sim 

2.99 

.2.99 

Mikie 

...2.99 

Super Trux NEW 

2.99 

.2.99 

Monty On The Run 

...2.99 

T-Bird NEW 

2.99 

.2.99 

Moto Cross Sim 

...2.99 

Tetris 

2.99 

.2.99 

Nemesis NEW 

...2.99 

Theatre Europe 

2.99 

.2.99 

Night Racer 

...1.99 

The Vindicator 

2.99 

.1.99 

Ollie & Lisa 3s 

...2.99 

Thomas The Tank Engine 

2.99 

.2.99 

On The Bench 

...2.99 

Thundercats 

2.99 

.2.99 

Overlander 

...2.99 

Tom Cat 

1.99 

.2.99 

Paperboy 

,...2.99 

Top Gun 

2.99 

.1.99 

Pitstop 2 

....2.99 

Trapdoor 1 or 2 

1.99 

.2.99 

Platoon 

...2.99 

Treasure Island Dizzy 

2.99 

.2.99 

Postman Pat 

....1.99 

Turbo Esprit 

1.99 

.2.99 

Postman Pat 2 

...2.99 

Turf Form 

2.99 

.1.99 

Powerboat Sim 

...2.99 

U S Basketball 

2.99 

.2.99 

Predator 

...2.99 

U S Basketmaster 

2.99 

.2.99 

Premier 2 & European 2 

....2.99 

The Vindicator 

2.99 

.2.99 

Prince Clumsy NEW 

...2.99 

Way of the Tiger 

2.99 

.2.99 

Pro Boxing Sim 

....2.99 

Who Dares Wins 2 

1.99 

.2.99 

Pro Tennis Sim 

....2.99 

Winter Games 

2.99 

.2.99 

PSI Warrior 

....1.99 

Wizball 

2.99 

.2.99 

Pub Games 

....2.99 

Wonderboy 

2.99 

.1.99 

Rally Cross Sim 

....2.99 

World Champions Soccer 

2.99 

.2.99 

Rambo 

....2.99 

World Class Leaderboard 

2.99 

.2.99 

Rampage 

....2.99 

World Games 

2.99 

.2.99 

Renegade 

....2.99 

World Series Baseball 

2.99 

.2.99 

Roadblasters 

....2.99 

World Soccer 

2.99 

.2.99 

Rock Star Ate My Hamster 

....2.99 

Yes Prime Minister NEW 

2.99 

.2.99 

Rolling Thunder 

....2.99 

Yie Ar Kung Fu 

2.99 

.1.99 

Roulette Sim 

....2.99 

Yogi Bears Great Escape 

2.99 

.1.99 

Saboteur 1 or 2 

....1.99 

Zamzara 

2.99 


Afterburner 2.99 

Ballistix 2.99 

Chain Reaction 0.99 

Chicago 30's 2.99 

Circus Attractions 0.99 

Deactivators 0.99 

Delta 2.99 

Firetrack 0.99 

Flying Shark 2.99 

The Fury 0.99 

Garfields Winters tail 2.99 

Hunters Moon 2.99 

Impossamole 3.99 

Jail Break 2.99 

Karnov 2.99 

L.E.D Storm 2.99 

Mike Reid's Pop Quiz 2.99 


COMPILATIONS 


QUATTRO SPORTS 

Pro Snooker, Grand Prix Sim, Pro Ski & BMX Sim 
Cass £2.99 

COMPLETE GAMES CENTRE 
Brian Clough’s Football Fortunes, Wizards Lair, HI Q 
Quiz, IceTemple, Steve Davis Snooker, Wolfpack, 
Syntax, Castle Blackstarr.Pool & Pinball. Cass £8.99 

COMPUTER CLASSICS 

Zynaps, Dynamite Dan, Aliens, Eagles Nest & 
Cauldron 2. CASS £3.99 

THE BIZ 

R-type, Operation Wolf, Double Dragon, Batman the 
Caped Crusader. CASS £9.99 DISC £13.99 

MEGA MIX 

Operation Wolt, Barbarian 2, Dragon Ninjs & Real 
Ghostbusters CASS £9.99 DISC £13.99 

WINNERS 

Indiana Jones Temple of Doom, Blasteroids, Led 
Storm, Thunderblade, Imp Mission 2. CASS £9.99 
DISC £13.99 

100% DYNAMITE 

Afterburner, Last Ninja 2, Wee Le Mans, Double 
Dragon CASS £9.99 DISC £13.99 

TAITO COIN OPS 

Rastan, Flying Shark, Arkanoid 1 and 2, Slapfight , 
Bubble Bobble Renegade and Legend ot Kage CASS 
£8.99 DISC £11.99 

KONAMI ARCADE COLLECTION 
Jail Break, Green Beret, Yie Ar Kung Fu 1 and 2, Ping 
Pong.Mikie, Jackal, Hypersports, Nemesis and Shao- 
Lins Road. CASS £8.99 DISC £11.99 

WE ARE THE CHAMPIONS 

Supersprint, Renegade, Rampage, IK+, Barbarian. 

CASS £6.99 DISC £11.99 

IN CROWD 

Karnov, Gryzor, Barbarian, Crazy Cars, Predator, 
Combat School, Platoon & Target Renegade. CASS 
£9.99 DISC £11.99 

SUPREME CHALLENGE SOCCER SPECTACULAR 
Peter Beardsley’s Int Football, Soccer Supremo, 
Football Manager, World Champions, Peter Shilton’s 
Handball Maradonna. Cass £4.99 

FIST’S AND THROTTLES 

Buggy Boy, Dragon’s Lair, Ikari Warriors, Thundercats 
and EnduroRacer. CASS £5.50 

GAME SET AND MATCH 2 
Match Day 2, Superbowl, Winter Olympiad, Nick 
Faldo, Championship Sprint, Track and Field, Steve 
Davis Snooker and Super Hang on. 

CASS £8.99 DISC £11.99 

SOCCER SQUAD 

Footballer Of The Year, Gary Linekers Superstar 


Mini Golf 2.99 

Ninja Hamster 2.99 

Overlander 2.99 

Paciand 2.99 

Pacmania 2.99 

Quedex ;... 2.99 

Question Of Sport 2.99 

Question Of Sport (DISC) 2.99 

Ranarama 0.99 

Rasputin 1.99 

Sigma 7 0.99 

Speedball 3.99 

Streetsports American Football 2.99 

Technocop 1.99 

Thunderblade 2.99 

Tiger Road 2.99 

Ubik's musik 0.99 


Soccer, GaryLinekers Superskills and Roy Of The 
Rovers. CASS £ 4.99 

COIN OP HITS 

Outrun, Road Blasters, Spy Hunter, Thunderblade and 
Bionic Commando. CASS £9.99 DISC £13.99 

GIANTS 

Rolling Thunder, Gauntlet 2, 720, Outrun California 
Games. CASS £9.99 DISC £13.99 

SUPREME CHALLENGE 

Starglider, Tetris, Sentinel, ACE 2 and Elite CASS 
£5.50 

SIX PAK VOL 2 

Eagles Nest, Batty, Shockway Rider, Int. Karate, Ace 
and LightForce. CASS £5.50 Or Disk 

THRILLTIME GOLD 1 

Paper boy, Ghosts and Goblins, Bombjack, Batty and 
Turbo Esprit. CASS £6.99 DISC £9.99 

THRILLTIME GOLD 2 

Airwolf, Scooby Doo, Battleships, Saboteur and Frank 
Bruno. CASS £6.99 DISC £9.99 

THRILLTIME GOLD 3 

Commando, 1942, Spitfire, Combat Lynx, Deep Strike. 
CASS £6.99 DISC £9.99 

THRILLTIME PLAT 1 

Buggy Boy, Space Harrier, Live and Let Die, 
Overlander, Dragon’siair, Thundercats, Beyond The 
Ice Palace, Great Gurianos, Hopping Mad and Ikari 
Warriors. CASS £8.99 DISC £9.99 

BEST OF ELITE 

Bombjack, Frank Bruno's Boxing, Commando & 
Airwolf.DISC ONLY 3.99 

WORLD CUP SOCCER 

Tracksuit Manager, Gary Linekers Hotshots & Kick Off. 
CASS 8.99 DISC 11.99 

HEWSON COLLECTION 

Eliminator, Sanxion, Cybernoid 2, Lightforce, Uridium 
& Exolon CASS 6.99 

CECCO COLLECTION 

Exolon, Cybernoid 1 & 2, Stormlord 

CASS 8.99 DISC 11.99 

QUATTRO ADVENTURE 

Dizzy, Vampire, Ghosthunters & Robin Hood 

CASS 2.99 

QUATTRO POWER 

Moto Cross Sim, Twin Turbo V8, Powerboat Racing, 
ATV Sim CASS 2.99 

COMMODORE LIGHT FANTASTIC 
“Contents:- Light Gun, Shoot scenes from Combat 
School, Hypersports, Platoon, Rambo 3, Rbobcop & 
Shoot 'em up Construction Kit 
Cass 27.99 including P&P 


1 ORDER FORM AND INFORMATION 

I All orders sent FIRST CLASS subject to availability. Just fillin the coupon and 

send it to:-Software City, Unit 4, BDC 21Temple Street, Wolverhampton, WV2 4 AN. 

ORDER FORM (Block Capitals) 

I Name 

I Address. 

I 


i Postcode Tel NOmm | 

J Name of game 

Computer 

Value 

i 



i 

Postage 


i 

TOTAL 



I POSTAGE RATES ■ Please add 50p for ordeis under E5. Non UK/EEC countries 
I add £1 .00 per item . Non EEC countries add £4 per item. 

■ PAYING BY CHEQUE • Cheques payable to Software City 

■ Card Type Expiry Date 


i 

| Signature 
Date 


i 
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YOU 


Nik Wild, our new Think Tanker, stops adventuring 
just long enough to find his phone, connect it to a 
passing modem and take a peek at the mysterious 
world of the midnight-oil 


bad) it's time to let your fingers 
do the walking. The modem 
you get with your Micronet 
deal is a manual one, which 
means you have to do all the 
dialling yourself, although you 
can get more advanced 
machines (for around £100 and 
up) that dial for you. You're 
now ready to ring Micronet — 
they give you a local number to 
call so even at peak rates it's 
only 7p a minute (plus VAT). 
However, it's much more 
sensible — and you've more 
chance of staying friends with 
your parents — to phone off- 
peak: 6pm-midnight and at 
weekends. Midnight to 8am is 
FREE! 

When you get through, a 
high pitched squealing in your 
ear reminds you to press the 
button on your modem marked 
Online and put the phone 
down. You should then get a 
welcoming message and a 
request to enter your password 
and ID. From tnis point you 
have access to all the services 
Micronet and Prestel have to 
offer including bulletin boards, 
mailboxes, news, micro 
magazines, Telesoftware (some 
of which you can download 
and keep), chatlines, galleries 
and loads of quizzes, some with 
prizes. 

Certain services may cost 
more than the basic 7p a 
minute but you're always 
warned before you access 
them. Also, should you have a 
really good modem (ie not the 
one provided by Micronet), you 
can access other machine- 
specific bulletin boards. 

However, what most 
interested me were Micronet's 
two multi-user games (MUGs), 
iddle-earthy type 


comms people 


If you are thinking of going 
online, now is a good time to 
do it as "while stocks last" 
Micronet are giving away free 
modems (plus cable) with their 
starter pack. Also included is 
one year's subscription to 
Micronet and Prestel, 
communications software, 
postage and packaging. That 
means C64 owners can get 
their grubbies on all this for just 
£92, while for Amiga beavers 
it's only £138 — and no, I'm 
not on commission! 

But let's hold our horses a 
while. I know what you're 
thinking: 'What's a modem? 
What in tarnation is a comms 
and who're Micronet and 
Prestel when they're at 
home?... I thought you'd never 
ask. 

Journey with me now to the 
late 1970s when British 
Telecom (or Buzby as they were 
known then) set up a system 
called Prestel: an information 
network akin to Ceefax and 
Oracle but accessed via the 
phone network. Advantages in 
using BT's system were capacity 
— . there are currently over 
300,000 pages to check out — 
and interactivity. 

Space on Prestel was sold to 
businesses wishing to enter the 
world of electronic publishing, 
and magazines were set up to 
provide specialist info for 
computer users. 

Micronet was launched in 
1 983 and has steadily grown to 
become the largest provider of 
information on the Prestel 
system. Basically Micronet is an 
electronic magazine covering 
varied computer-related 
subjects. To experience it you 
need a computer, a modem, 


communications software and a 
subscription (which also gives 
you access to Prestel). 

So now you have a vague 
idea of what Micronet and 
Prestel are what about the 
equipment? Well, a computer is 
a machine made up of... ha! 
Only joking! You all know what 
a computer is... don't you? The 
modem (short — thankfully — 
for modulator/demodulator) is 
a clever little box that takes 
signals from your computer, 
converts them to 'modem 
language', relays them across 
the phone wire where they're 
grabbed by a receiving modem 
and translated into a lingo the 
receiving computer under- 
stands. This enables different 
computers to talk to each other. 
Your Amiga, for example, can 
quite happily chat away to a PC 
or you can merrily hurl abuse 
at Atari ST users — not a good 
idea actually, as abuse on 
Micronet is a good way to get 
your subscription nullified... 
someone's always watching, 
you know. 

Communications software 
(Micronet's deal incorporates 


Ruby-View or Ruby-Comm) is 
the program that enables your 
computer to talk to the modem, 
it also lets you print screens, 
download software, scribble 
messages to other users, doodle 
graphics and customise screen 
displays. 

The subscription is the 
pittance you pay Micronet so 
they'll let let you look at and 
play with their wares. 

Once you've stretched your 
phone line so it reaches 
somewhere near your computer 
(or you've decided that 
computing in the hall isn't so 


one a middle-earthy type 
adventure called Shades, the 
other. Trash, concerning the 
collection and disposal of 
futuristic rubbish. In fact they 
interested me so much I 
thought I'd take a closer look... 
just for you. 


Set in a land of wizards, 
caverns and magic woods, 
Shades requires you to collect 
treasure and drop it in the Mad 
king's room to gain points and 
earn levels; wizard — or witch 
— being the highest. Sounds 


basic doesn't it? Well in fact it 
is, although there are one or 
two puzzles included for the 
bored player to attempt solving. 

Game size is small, mapping 
is illogical — something I hate! 
— ana location descriptions are 
flowery. All this makes Shades 
jsound a very dull game... but it 
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isn't! 

its saving grace is it enables 
players to interact with esich 
other. Up to 120 'Shadists' can 
play at one time and, if you 
don't come across a 
particularly snotty group who 
won't talk to anybody not in 
their gang, you should have 
hours (make that minutes if 
your mom's reading this!) of 
fun rabbiting away to other 
real-time players. Of course, 
you can also try and kill people! 

The parser is basic — 
compared to the likes of 
Magnetic Scrolls games — 
understanding mostly just 
verb/noun inputs, although you 
can get as complex as 'Hit 
(person) with (object)', 'steal 
(object) from (person)' and 'tell 
(person) (sentence)'. You can 
also 'shout' sentences: a feature 
that enables all other players to 
hear what you have to say, 
whether they want to or not — 


shouting should be limited 
though as too much of it 
clutters up the screen. A useful 
'who' command informs you of 
all other players currently in 
the game so you can seek out a 
particular person should you so 
desire. 

You can of course use 
Micronet's chatlines if talking 
to other people is all you want 
to do but in Shades you have 
the added interest of going 
adventuring with other players, 
solving puzzles together and 
having a good chin wag as you 
go! Great fun! 

Trash 

The Multiverse is full of 
rubbish! What's needed to 
clean it up is a team of 
dedicated binmen not afraid to 
face the perils of interplanetary 
travel and the dangers therein. 


It's a messy job but someone's 
got to do it. 

You climb the ranks of 
Interstellar Refuse Collector by 
picking up rubbish and 
depositing it in the furnace, 
solving puzzles and earning 
cash. 

Allowing up to 64 players to 
indulge at any one time. Trash 
is better than Shades in respect 
of size and things to do. 
Locations are again flowery and 
generally not amusing 
(although they try to be) but 
the option to play in 'brief 
mode' cuts out lengthy 
descriptions. 

As with Shades the main 
feature of the game is the 
option to walk 'n' talk with 
other players. There are even 
private rooms available so you 
can chat to people without 
interruption. 

The parser is of a similar 
standard to that in Shades, 


although you don't have to 
include speech marks with 
every sentence when talking to 
other players. All in all, Trash is 
a better game than its older 
sister. 

Both games feature dated 
systems and scenarios, but 
interaction between players can 
be interesting, amusing, 
educational or simply a good 
laugh — and you never know 
who you might meet! For me 
these two MUGs make the 
subscription (plus free modem 
"while stocks last") to Micronet 
well worth the money. 

There! I think I've just about 
earned my 50% subs discount 
(edit that last line out would 
you Ed?). m 

For more information 
phone Micronet on 
0800 200 700 — it's a 
free call! 


★ RSH COURTESY Of ELIZABETH KELLY 
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I’M A POET AND I KNOW IT 
COMPETITION 

(Incentive/Domark, Issue 61 ) 

‘On The Teme’ by Ken Shelley-Fish 

I wandered lonely as a fish , Water, water everywhere, I met another 
lonely fish And then we made a pair. 

Ah, what poetry. And what a pleasure it is to present a fellow 
wordsmith with his prize, a Sony CD Radio Cassette Recorder — 
music to the ears of... 

Eric Mitchell, Holsworthy EX22 7AJ. 

30 other rhyming runners-up receive a Castle Master mobile: 

S Dawson, Blackburn BB6 7NH; David Barnett, Reading RG3 5YL; 
Sundeep Ray, Blackburn BB2 6DQ; Trevor Morgan, London E6 
1BL; C Price, Bournemouth BH80AS; Margaret Dolan, 

Manchester M8 6QJ;B Gibbison, Gateshead NE8 4QE; Graham 
Auty, Leeds LS6 4LZ; D B Restal, Dagenham RM8 3XD; Brian 
O’Relly, Dunboyne Ireland; Duncan Cumming, Aberdeen AB4 7XN; 
Michael Maroussas, Woodbridge IP12 4DL; Martin Fenech, 

London NW1 1ER; Daniel Besser, Milton Keynes MK2 2LW; 

Stewart Campion, Stevenage SG2 9RB; Steven Johnson, 
Dunkunfield SKI 6 5JF; Philip Robinson, Seascale CA20 1 JR; 

John Moore, Warminsteer BA12 8JR; P D Mambro, Dankeith EH22 
5LZ; Roy Steele, Liverpool L8 4UT; Steven Martin, London N13 
5DT; Rate Abrook, Cowes P031 7UA; James Burgess, Bristol 
BS12 6AB; Dean Smith, Bushey Heath WD2 3RB; Julia Spillman, 
Brighton BN7 6ND; Andrew Steele, Liverpool L8 4UT; Matthew 
Wheeler, Aylesbury HP17 8RQ; D J Edmonds, Newquay TR7 3AN; 
Robert Sadler, Halesowen B63 4EA; Thomas Brettell, Dudley DY1 
2ER. 


NIPPY NINJA COMP 

(Activision, Issue 62) 

Ken Doe here, to present a Sony Midi Hi-fi (appropriately from the land 
of the rising Sony) to the most knowledgable nippy Ninja: 

J Moores, Coventry CV3 BEX. 

hey, doesn’t he run a mail order catalogue?! Anyway, 30 runners-up 
also receive a copy of the excellent Ninja Spirit on C64 or Amiga... 

Danny Chan, Retford DN22 7LN; Peter Lynch, Kells Ireland; Joel 
Smith, Coventry CV5 6NO; Michael Bishop, Birmingham B44 8UJ; 
Thomas Brettell, Dudley DY1 2ER; Kevin McGarrity, Edinburgh 
EH10 7HD; Thomas Aldis, Cirencester GL7 1AT; N Mallett, 
Northants NN9 5TU; Paul Cuison, Wilmslow SK9 6DL; Daniel 
Judah, Dover CT17 0SG; Tristan Thom, W.Lothian EH54 7BZ; Paul 
Cutting, Norwich NR9 3DG; Thomas O’Malley, Sheffield SI 2 3JB; 
Robert Craig, St Helens WA11 

0XU; Ben Smith, Norwich NR3 4EN; Henrik Matzen, Redekro 
Denmark; Peter Bennett, Matlock DE4 2JP; Richard Turnbull, Liverpool 
L36 3TQ; Darren Adams, Solihull B90 3EA; Marc Hutchinson, Barrow- 
on-Soar LEI 2 8MG; Neil Jones, Bridgnorth WV16 4HP; Roland Corbet, 
Walsall WS2 0DU; T King, Broadstairs CT10 2NF; Ian Parnacott, Kent 
BR4 0LR; Craig Lawton, Sheffield S3 9JX; N Hawkins, London NW10 
0PX; Fahad Hamid, Girlington BD8 9HS; James Snowdon, Durham 
DH1 2TX; T Bates, Coldstream TD12 4JP; Dominique Snoeckx, 
Belgium. 

ROBO-REVIEWER COMP 

(US Gold, Issue 63) 

I almost split my gills laughing at all the entries for this one, though 
none of them were quite as daft as the real Phil. The funniest robo- 
reviewer (picked by Editorial Assistant and baked bean fan (!), Viv 
Vickress) wins a neat Omnibot plus a copy of Rotox for its clever 
designer: 

Simon Keefe, Liverpool LI 8 IDT. 

And 25 robo-runners-up get a copy of Rotox or a C64 (US Gold) game 
of their choice... 

Tom Werber, Wood Bridge IP13 6NJ; Simon Winstanley, Burnham 
On Sea TA8 2PD; Jamie Capie, Derby DE2 7DF; Lee Candy, 
Andover SP10 5DS; James Pang, Lancing BN25 8JP; John 
Greenwood, Leeds LSI 6 7BX; Scott Gazzard, Leicester LE2 6RF; 
Ian Grzelak, Manchester M23 9EL; Chris Moyle, Yarm TS15 9EY; 
Mark Lloyd, Lingfield RH7 6RJ; Alex Simpson, Northwood HA6 
IAN; Sasha Payton, London Colney AL2 1 JX; Mark Rouney, 
Oldham OL9 7SN; Antony Butler, Bilston WV14 8BL; Simon 
Wright, Tadworthy KT20 5QT; Michael So, Edinburgh EH7 5YQ; 
Eddie George, Portchester P016 8HB; David Penn; Bridgnorth 
WV16 5DN; Scott Neil, Ayrshire KA3 4AP; Carl Carter, Stoke-on- 
Trent ST6 5NH; Mark Turrell, Chichester P019 4TN; David Cooper, 
St Ives TR26 1 EP; Craig Bolton, Sheffield S6 5FY; Howard 
Goodall, Colne BB8 8DU; Ricky Halliwell, Stafford ST20 0JP. 
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The Commodore A500 Batman Pack must 
surely rank as one of the most popular com- 
puter packs ever! The pack features the 
Commodore Amiga 500 computer with 
mouse controller and TV modulator, plus 
four top software titles. The software in- 
cludes: ‘Batman The Movie’ - Rid Gotham 
City of the cunning joker, in Ocean’s top 
selling title based on the blockbuster Bat- 
man film; New Zealand Story - high quali- 
ty conversion of the leading arcade game; 
Interceptor - Dogfight with two F-16’s in 
this leading flight simulator; Deluxe Paint 
II - top quality Amiga graphics package 
which set the standard for others to follow. 
Return the coupon for further details. 


PACK INCLUDES: 

A500 Computer & Mouse £399.99 
A520 TV Modulator £24.99 

Batman The Movie £24.95 

New Zealand Story £24.95 

Interceptor £24.95 

Deluxe Paint II £49.95 

TOTAL RRP: £549.78 

Less Pack Saving: £150.78 

PACK PRICE: £399.00 


AMIGA 2000 FLIGHT OF FANTASY 


Flight of Fantasy is the very latest Amiga 500 pack from Commodore, 
featuring BRAND NEW software releases, to make this the most spec- 
tacular A500 pack ever! The pack features the Amiga 500 computer 
with mouse controller and TV modulator, as well as four top software 
titles. These include the following: 


For the more serious or professional applica- 
tions user, Commodore have a selection of 
systems based around the expandable Amiga 
2000, at prices from £1295+ VAT. The A2000 
features a full 1Mb RAM (expandable to 9Mb), 
9 system expansion slots, plus IBM com- 
patibility with the use of PC-XT or PC-AT 
bridgeboards. Complete and return the 
coupon, putting a tick 
in the A2000 box, for 
details of A2000 com- 
puter systems. +VAT= £1489.25 


pitsie ana return ine 

£1295 


DELUXE PAINT II: 


The high quality graphics program that 
set the standard for other Amiga art 
packages. Deluxe Paint II includes 
powerful, easy to use tools that bring 
out the artist in you. Create master- 
pieces, presentations, 3D perspectives 
or just doodle. 


ESCAPE / ROBOT MONSTERS: 


Here’s something completely different 
- a science fiction story with comic 
book style graphics. Our heroes Jake 
and Duke are on the Planet X rescu- 
ing Humans who have been captured 
by the Robot Monsters and forced to 
create an evil Robot Army to DESTROY 
EARTH! Jake and Duke fight their way 
through hordes of evil Robots to help 
the Humans escape. 


RAINBOW ISLANDS: 


Slip on your magic shoes, practise 
throwing a rainbow and you’re ready 
to go island hopping. From the Island 
of Doh to Monster Island, you will en- 
counter Doh himself, stinging insects, 
lethal combat machines, mechanical 
assailants, the formidable beings of 
legend and folklore. Finally enter the 
world of darkness and its inhabitants. 


F29 RETALIATOR: 


The ultimate in flight simulation with a choice 
of two aircraft and four battle environments 
with dozens of different tactical missions. 
Aerial combat, strategic bombings, interac- 
tive ground based battles, seagoing carriers 
... the list of features-is endless. Real time 
cockpit displays, including ‘true radar’ 
enhance the realistic feel of this stunning 
simulation. 

PACK INCLUDES: 

A500 Computer & Mouse £399.99 

A520 TV Modulator £24.99 

Deluxe Paint II £49.95 

Escape/Robot Monsters £19.99 

Rainbow Islands £24.95 

F29 Retaliator £24.95 

TOTAL RRP: £544.82 

Less Pack Saving: £145.82 

PACK PRICE: £399.00 

£ 399 ® 


FOR FURTHER DETAILS OF THE AMIGA 

RANGE, COMPLETE THE COUPON AND 
RETURN IT TO SILICA SHOP 
THE UK’s Nol AMIGA SPECIALISTS 


SILICA SHOP OFFER YOU 


FREE OVERNIGHT COURIER DELIVERY: On all hardware orders shipped in the UK. 
TECHNICAL SUPPORT HELPLINE: Team of Amiga technical experts at your service. 
PRICE MATCH: We normally match competitors on a “Same product - Same price” basis. 
ESTABLISHED 12 YEARS: Proven track record in professional computer sales. 

£13m TURNOVER (with 60 staff)' Solid and reliable with maintained growth. 
BUSINESS/EDUCATION/GOVERNMENT: Volume discounts available for large orders. 
SHOWROOMS: Demonstration and training facilities at our London & Sidcup branches. 
THE FULL STOCK RANGE: All of your Amiga requirements from one supplier. 

FREE CATALOGUES: Will be mailed to you with offers and software/peripheral details. 
PAYMENT: By cash, cheque and all major credit cards. 

CREDIT PAYMENT TERMS: Silica are licensed credit brokers - return coupon for details. 

Before you decide when to buy your new Amiga computer, we suggest you think very carefully about WHERE 
you buy it. Consider what it will be like a few months after buying your Amiga, when you may require additional 
peripherals or software, or help and advice with your new purchase. And, will the company you buy from contact 
you with details of new products? At Silica Shop, we ensure that you will have nothing to worry about. Silica have 
been established for over 12 years, and have an annual turnover of £13 million. With our unrivalled experience 
and expertise, we can now claim to meet our customers requirements with an understanding which is second 
to none. But don’t just take our word for it. Complete and return 
the coupon now for our latest Free literature and begin to ex- 
perience the “Silica Shop Service”. 


MAH 0RD ER : 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DA14 4DX Tel: 081-3091111' 

Order Lines Open: Mon-Sat 9.00am-6.00pm No Late Night Opening Fax No: 081-308 0608 


LONDON SHOP: 

Opening Hours: 


SIDCUP SHOP: 

Opening Hours: 


52 Tottenham Court Road, London, W1P OBA 

Mon-Sat 9.30am-6.00pm Late Night: Thursday until 8pm 


Tel: 071-580 4000 

Fax No: 071-323 4737 


1-4 The Mews, Hatherley Rd, Sidcup, Kent, DAM 4DX Tel: 081-302 8811 

Mon-Sat 9.00am-5.30p m Late Night: Friday until 7pm Fax No: 081-309 0017 


BUSINESS/EDUCATION: _~1* 4 The Mews - Hatherley Rd, Sidcup, Kent, DA14 4DX Tel: 081-308 0888 

Order Lines Open: Mon-Fri 9.00am-6.00pm Closed on Saturdays Fax No: 081-308 0608 


fTo 

I 


To: Silica Systems Ltd, Dept ZAP64-0990-32, 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DA14 4DX 


PLEASE SEND INFORMATION ON THE AMIGA 


| Mr/Mrs/Ms: Initials: Surname: 

Address: 


SILICA I 
SHOP 


Postcode: Tel: 


J^Which computer(s), if any, do you own? A2000j^J 

fc&OE - Advertised prices and specifications may change - please return the coupon for the latest information. 
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SATURDAY 
JULY 14TH 

What a day! We woke up this 
afternoon and thought we 
were in the Caribbean — it’s 
that hot. Then we realised we 
had to stay indoors and type 
up this flipping diary. Oh well, 
we’d better get on with it... 

WEDNESDAY 
JUNE 13TH 

John: Well guess what we did 
today, that’s right — we went 
to ZZAP! HQ (all our diaries 
start with this). Pieter 1 Venom 
Wing 1 Opdam was there 
(actually he’s been there for 
about five weeks) still adding 
the finishing touches to his 
game (and having A LOT of 
mastering problems — 
shouldn’t have made your copy 
protection so good, eh Pieter?). 

Steve: The guys at ZZAP! have 
been viewing the latest 
version of Creatures. This 
happens to be the last level of 
the game which starts off in a 
graveyard setting and leads on 


Is! 

to 


to the castle and torture 
chamber at the end of the 
game (which was shown in the 
last issue). 
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15TH JUNE 

John: Today I started coding 
the Shop, represented by a 
witch’s hut. The (pretty) witch 
is going to be speaking to 
Clyde during Ills visit in the 
shop, so I’ve had to write a 
couple of small routines which 
will print speech bubbles to 
the screen and what she says 
inside them. 

Accidentally found a very 
pretty effect using overlaid 
sprites yesterday. It all came 
about from the arrowhead 
used in the ‘Get Ready’ attract 
sequence, and looks like 
vertical ‘colour splits'. Anyway, 
without giving too much away, 
I reckon I could make good use 
of it as a ‘screen appearance’ 
system, maybe for the High 
Scores screen. 

Steve: The shop graphics are 
really finished this time. I 
know I’ve said it before but the 
final adjustments have been 
made and it’s all done. 

The time has come to design 
the second ‘hilarious’ torture 
screen. This will see one of 
Clyde’s friends tied onto the 
top of an ‘ACME jack’ which is 
being worked by one of the 
bad guys. Above the jack is a 
swinging blade which will 
surely slice the poor fuzzy- 
wuzzy in two. You’re required 
to save the fuzzy by stopping 
the jack: I’m not going to give 
too much away but it involves 


a rock, a seesaw and a cannon 
ball. 

TUESDAY 
19TH JUNE 

John: Took a little time off from 
doing the shop this morning as 
I had to add some restart 
points to the second level. I 
found a little bug in the game 
yesterday which sometimes 
caused an alien not to appear. 
As this was a fairly major bug I 
had to stop work on the shop 
(again) and fix it. 

Also found out about a series 
of ‘monster movies’ on 
Channel 4. They run at about 
11.00 pm each Friday and I’ll 
give you three guesses at the 
title of the series... that’s right 
— The Creature Feature. 

Steve: I've spent a few days 
working on the alien maps. All 
the screenshots of the game so 
far have had demo aliens on 
them which haven’t actually 
been mapped onto any 
platforms or anything. This 
means that there has never 
been a demo of the game with 
aliens walking, flying or 
swimming around. So there’s 
never been any proper 
gameplay before now. 

In between doing the aliens 
I’ve done the shop music, 
which has had much praise 
from Andy Smith. It has the 
bass ‘n’ drums we come to 
expect from me with a real 
nice wibble at start. 

FRIDAY 
22ND JUNE 

John: After working loads of 


A jumble of graphics which might be put into order once the Rowland Bros come back off their hols! 
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hours on the shop the last 
couple of days, I’ve hit a 
problem — adding a purchased 
weapon to Clyde’s weapon list. 
I’ve studied a print-out for the 
last hour and modified my code 
several thousand times but it 
still doesn’t work. By the end 
of the afternoon I’m getting 
very annoyed and end up 
throwing ‘coosh-balls’ round 
the room. If you don’t know 
what a coosh-ball is then check 
out the last instalment of the 
diary. The piccy of us on the 
bottom left of the first page has 
me with some coosh-ball 
earrings ! 

Steve: After getting -the basic 
design of the second torture 
screen, with all the sprite and 
colour splits worked out, the 
next task is to reproduce the 
drawings onto the C64. 1 
started designing the 
characters and have produced 
a really colourful effect that 
has the left half of the screen 
on light blue and the right half 
on black. Most of the devices 
on this screen are animated 
through characters and 
windows, such as the Acme 
jack and the swinging blade. 
These use up a lot of character 
animations and therefore have 
to be stored out of the current 
on-screen charset (character 
•set) and stored over when 
needed. 

TUESDAY 
26TH JUNE 

John: Spent yesterday morning 
fixing ANOTHER bug Steve 
found in my ‘alien movement’ 
routine: any aliens moving 
with a speed of a pixel every 
other 50th (of a second) in an X 
direction somehow screwed up 
the other aliens. Don’t ask me 
how. I’m only a programmer 
(just). 

I spent this morning adding 
an information option to the 
list of icons in the shop. If you 
select this the witch will give 
you a handy playing tip for the 
following torture screen. But, 
as we only allowed four lines 
of text in her speech bubble, 
it’s not a great deal of info. So I 
came up with the idea of being 
able to buy additional info if 
you want it. I also chucked in a 
little routine which pulsed the 
icon tablet every time you 
purchase something. 

Steve: The torture screen 
chars are now finished, even 
though sometime in the future 
I’ll probably adjust and add 
bits to them. So next on the 
long list of ‘things to do’ are 
the sprites for this section, 
starting with the creature that 
works the Acme jack. 

I’ve also been adding more 
aliens to the scrolling section. 
I’m just completing the last 
part of water on the first level, 
with all the cute little fishes 
and smiling puffer fish. 



THURSDAY 
28TH JUNE 

John: Wednesday’s post 
contained a demo disk from 
Andy Roberts. It also had some 
of his bitmap screens on, with 
our favourite apparently taking 
the least time to copy — sorry 
— create! (Now where have I 
seen that Lamborghini before?) 

This afternoon was another 
‘stop work on what ever I’m 
doing and fix a major bug’ 
afternoon. The problem? The 
sprite 2 sprite detection 
subroutine. This is used by my 
UTHEM and BULTHEM 
routines (you against aliens 
and your bullets against aliens 
respectively). The problem 
with it is the detection over the 
‘255 line’ (MSB). I still haven’t 
fixed that blasted thing — I 
don’t know what it is. (My poor 
little coosh-ball has taken one 
heck of a hammering today, 
especially after one of my 
source disks crashed!) 

Steve: I have now finished the 
first level of aliens and am 
about to start the second level, 
which begins in water. This 
then leads onto a long section 
of forest, then to the end of 
level and torture chamber. Your 
journey through the forest will 
not be easy as you have to 
tackle many fierce aliens (with 
cute bug-eyes). 

As John has been working 
on the ‘shop’ section of the 
game, he requires some 
graphics for the weapon 
selection. So, as usual, I have 
to stop what I’m doing and 
oblige. The graphics he needs 
are a few extra icons to go in 
the list of weapon icons you 
can buy; the extra ones are an 
information icon and an exit 
icon. While I’m trying to design 
a good-looking info icon, I have 
the idea of trying to do the 
Tourist Information ‘i’, that you 
get on the signs and on the 
maps. 


MONDAY 2ND 
JULY 

John: At long last — I’ve fixed 
my detection subroutine! ! ! So 
what if it was only luck that I 
fixed it in the end, at least it’s 
done. 

Had to take an hour off from 
Creatures to reply to some fan 
mail we received late last 
week. Mark Bishop (from 
Dudley, which doesn’t have 
very good software stores) 
sent a letter to ZZAP! to pass 
onto us. He included a handful 
of Burger King cards with the 
winning panels scratched off, 
giving us free Whoppers, fries 
and cokes. Rob H just had to 
take one before passing them 
onto us, didn’t he?! Mark also 
liked the same music we do 
(check out King Bee — Back By 
Dope Demand, it’s great (I just 


luv the video)). Anyway, 
thanks Mark for an 
entertaining letter and of 
course, the BK cards. 

Steve: Hey man! Done some 
real wicked vibes today! — 
well I need a break from 
mapping on aliens. Whenever 
something gets a bit boring I 
usually compose (copy?) some 
music, so our disk boxes are 
overflowing with tunes, ditties 
and drums. 

Another brainwave, this 
time in the form of a new 
magic potion for another 
weapon. This weapon will 
have Clyde spitting flames, but 
they will stream out further 
than normal and go through 
any platforms in the way. 

There are more sprites to be 
added to the waterfall level, 
but I may be starting to run out 
of ideas for aliens. This level 
has got some good aliens like 
the cute little birdies, the big 
bug- eyed slugs and the ‘Old- 
age Mutant Heroine Tortoises’ 
(just kidding about the last 
one). 


WEDNESDAY 
4TH JULY 

John: Spoke to Pieter Opdam 
yesterday about a Creatures 
demo for him and his mates. 
They might be doing the 16-bit 
conversions of Creatures for 
Thalamus. 

Fixed loadsabugs today 
including some which have 
been in the game for months: 
the colour scroll glitch (the 
colours for characters at the 
bottom right of the screen 
don’t update fast enough) and 
alien explosion colours (the 
colours have a nasty habit of 
going out of time with 
animations, which doesn’t look 
too cool!). I also modified my 
dreaded sprite 2 sprite collision 
code to detect vertically 
expanded sprites properly. 

Steve: Finally I’ve finished a 
level of aliens. This level is the 
third out of six (at the moment 
anyway — but it may change 
again). 

As soon as John gets his 
finger out and saves off the 
next alien map editor (level 
four) I can continue with more 
alien mapping but in the 
meantime 1 shall continue with 
the sprite aliens on the first 
and second levels. 

Rob Ellis has recommended 
that we hear Jean Michel 
Jarre’s new album — Waiting 
For Cousteau, so on it goes as 
we work away. This music is 
perfect for working to, really 
relaxing and mellow. Some of 
the tunes are quite cute in a 
way, and I may be inspired by 
them (copyright — what’s 
that?) One of the best tracks is 
22 mins long — imagine that 
for title music! 


MONDAY 9TH 
JULY 

John: As Steve’s mentioned 
before, Clyde starts the fourth 
level in water. When I 
uploaded the map and Clyde 
appeared in the water, it 
looked okay — until I pushed 
up. Every pixel Clyde moved 
up, his jump sound effect 
played. I half expected 
something like this was going 
to happen as it’s not the 
conventional way of getting 
under water (he usually has to 
fall into it). A bit of messing 
around with the code and I’ve 
not only fixed the bug but I’ve 
arranged the code’s structure 
so I can incorporate different 
movement routines for each 
level. 

Steve: More work on level four, 
adding two screens to the 
water section at the start of 
the level. After the water 
section ends you have the long 
section of forest to deal with. 
John now has to upload the 
new map before I can continue 
with more aliens, so it’s back 
to more level one and two 
sprites (again). I’ve got a nice 
goblin-type creature strutting 
his funky stuff and some neat 
turning animations for him. 

FRIDAY 13TH 
JULY 

John: Adjusted the in-game 
colour splits today. Instead of 
indiscriminately splitting all 
colours, they now only split 
colours which are different. On 
the subject of colours, I 
decided to do something about 
the lack of effective sprite 
colours we can use. At the 
moment we can normally only 
use five or six, the sprite 
multicolours being dark grey 
and yellow. I managed to get 
an extra seven or eight ‘good 
looking’ ones today (by mixing 
two present colours, eg green 
and pink to form a greeny-pink 
colour... hmmm). 

Steve: As you probably know 
already, the first level of the 
game has a waterfall in it and 
today saw me trying to 
animate the diagonal corner. 
The problem here is I have to 
design the frames one by one 
and can’t see them animating 
until John has uploaded them 
and put them in the level. 

The first attempt looked a bit 
messy but once I had sorted 
out this problem I did a second 
version which is much better. 
The diagonal slope of water is 
preceded by the horizontal 
section that you swim in, 
which has some pretty neat 
animations for Clyde splashing 
around and nice parallax 
water. After the corner you 
have the vertical drop into the 
water below. We may put 
sound effects in for the 
waterfall which will get louder 
as you get nearer and fade 
away as you leave. 
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THE ACTION 
REPLAY Mk VI 
WILL LOAD A 200 
BLOCK PROGRAM 
IN UNDER 6 
SECONDS 




IS HERE! 


THE MOST POWERFUL, FRIENDLY AND FEATURE PACKED UTILITY 

CARTRIDGE EVER CONCEIVED! 


Load 202 block program in under 6 
seconds - world's fastest disk serial loader. On-board RAM and 
ROM achieves high loading speeds. Works with 
1541 /1 571 /Oceanic/1 581. • 

Automatic infinite lives!! 

Very easy to use, works with many programs. No user 
knowledge required. 

PROF MACHINE CODE MONITOR - Full 64K Freezer Monitor - 
examine ALL memory, including stack, I/O area and registers in 
their frozen state. Ideal for de-bugging cy just for fun! 

Freeze the action and view the sprites - 
watch the animation - customise your games - kill sprite 
collisions. 

Now you can make your old slow 
loading programs load faster. Simply freeze the action and save 
to tapfeor.disk to reload, independently, at superfast speed - no 
more waiting for programs to load. 


DISK COP Easy to Use disk/file copier. Much faster than 
conventional methods. Ideal for backing up data disks. 

TAPE TURD This feature will add Turbo Reload to the 
* programs that you save to tape - no user knowledge required. 

PAST FORMAT Format an entire disk in about 10 seconds 
- no rrtore messing about. 

PRINTER OIJMI Print out your frozen screen to printer - 
MPS 801 , 803, Epson, Star, etc. - very versatile. - 

CENTRONICS INTERFACE For parallel printers. Star, 
Epson, etc. Print out listings with graphic characters etc. 
(Cable required for parallel polrt £12.99). 

SCREEN EDITOR Now you can edit the entire frozen 
screen with this text editor - change names on high scores, etc. 
Great fun!! 

EXTENDED TOOLKIT Many single stroke commands for 
Load, Save', Dir, etc. Plus range of extra commands, i.e. Auto 
Number, Old, Delete, Merge, Append, Linesave, etc. 


POST FREE 


OF AGE! 


SLIDE SHOW - View your favourite screens in a slide show type 

display 

BLOW UP - Unique utility allows you to take any part of a picture & 

"blow it up" to full screen size 


SPRITE EDITOR - A complete sprite editor helps you to create or 


edit sprites 


MESSAGE MAKER - Any screen captured with Action Replay or 


created with a graphics package can be turned into a scrolling 


screen message with music 


THE REVIEWERS SAID... 

"I'm stunned, amazed and totally impressed. This is easily the best 
value for money cartridge. THE CARTRIDGE KING r 

COMMODORE DISK USER 


WARNING 1988 COPYRIGHT ACT WARNING 

Datel Electronics Ltd., neither condones or authorises the use of it's products for the reproduction of 

copyright material. 

The backup facilities of this product are designed to reproduce only software such as Public Domain 
material, the users own programs or software where permission to make backups has been clearly given. 
It is illegal to make copies, even for your own use, of copyright material, without the clear 
permission of the copyright owner, or the licencee thereof. 


HOW TO GET YOUR ACTiOfl REPLA'i' EIK VI 

TELEPHONE (24 Hrs) - - CREDIT CARD ORDERS 

WE WILL DESPATCH YOUR ORDER QUICKLY & EFFICIENTLY TO ENABLEYOU TO START RECEIVING THE BENEFITS OF YOUR 

' OROERS NORMALLY DESMTCH^W>R|(fySff3^4PKdP‘fe WD€RS MA0E PAV/ 

jK5iL 

STRIAL ESTATE, FENTON, STOKE-ON-TRENT, ST4 2RS, ENGLAND 
Technical/customer service 0782 744324 
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4TH DIMENSION (Hewson) 

Cyberdyne Warrior 

34,735 Greg 'Cool' Matthews, Caerphilly, Mid 
Glamorgan 

32.120 Alex Duke, Hemel Hempstead, Herts 
26,695 Darryll Gould, Horsell, Surrey 

Head The Ball 

33,660 Rob H, Stalag ZZAP! 

32.990 Scott Wooldridge, Cheltenham, Glos 
32,290 Alex Duke. Hemel Hempstead, Herts 

Mission Impossibubble 

124.500 Rob H, Stalag ZZAP! 

82.500 Stuart Wynne, Home For Sick Eds 

73.500 Alex Duke, Hemel Hempstead, Herts 

Insects In Space 

224.490 Rob H, Stalag ZZAP! 

46,590 Marcos Moret, Whetstone, London 
34,730 Stuart Wynne, Home For Sick Eds 

APB (Tengen/Domark) 

75,890 (Day 18) Len Logg. Warley, W Mids 

56.570 (Day 16) John ‘G.O.D.’ Canter, Welwyn 
Garden City 

(Amiga) 

92.450 (Day 20) Ian ‘Stoat’ Perryman, Plymouth, 
Devon 

76,540 (Day 1 7) Steven Packer, Chelmsford, 
Essex 

72,505 (Day 12) Richard Fowler, Biggin Hill, 

Kent 

BARBARIAN II (Palace) 

671 ,006 Greg Macdonald, Glasgow 

575.000 Lee Tanner, Basildon, Essex 
486,790 (Completed) Simon Phillips, Greenfield, 
Beds 

BATMAN: THE MOVIE (Ocean) 

1.580.120 Karl Green, Acklam, Cleveland 

1 .479.500 Paul Berry ‘the cool dude’, Rochdale 

1 ,478,700 Marcos The Muke’ Simpson, 
Northwood, Middx 

(Amiga) 

769,400 Chris (Megablaster), Rijswijk, Holland 
624,342 Ian Perryman, Plymouth, Devon 

615.570 (Completed) Craig and Jason 

BATTLE SQUADRON (Electronic Zoo) (Amiga) 
2,645,645 Ian ‘Stoat’ Perryman, Plymouth, 

Devon 

2,537,550 Jimmy Gustaffsson, Sweden 
2,440,600 Lucifer, Deal, Kent 

BLOOD MONEY (Psygnosis) 

137,650 Simon ‘Oik’ Blencowe, Banbury, Oxon 

127.450 Rob H, Stalag ZZAP! 

(Amiga) 

351,150 Ian Perryman, Plymouth, Devon 
349,880 Chris (Megablaster), Rijswijk. Holland 

340.000 (Completed — Again!) C Hall, 
Houghton-le-Spring, Tyne and Wear 

BUBBLE BOBBLE (Firebird) 

12.312.260 Simon Phillips, Greenfield, Beds 
9,390,340 James Chan, Walton, Liverpool 

9.384.260 Ian Moglan, Somewhere 

CABAL (Ocean) 

208,615 (Completed) Chris Campbell, 
Nottingham 

166,720 ‘Mad Man Mark’ Ashton, Manchester 

150.491 (Completed) Ronald ’Radical’ Pettit, 
Banstead, Surrey 


I’m appalled. I don’t know what it is about some humans that they 
can’t admit how pathetically puny they are and instead resort to 
cheating. It is my sad duty to inform all you honest high-scorers out 
there that three such cheats have managed to infiltrate this page. 
When I first saw those massive C64 Turbo Out Run scores I was 
suspicious but I gave them the benefit of the doubt. But then I got a 
call from Mark Kelly of Probe Software (who programmed the C64 
version). He pointed out that the maximum possible score on the 
C64 g?me is around 17,500,000. All the three top scores far exceeded 
this. Now all I had to decide was what punishment the offenders 
should get. Luckily for them I was in a very good mood — otherwise 
they’d have been boiled in a bath of acid — and simply banished 
their oversize scores and reinstated the previous legal ones. But 
next time I might not be so lenient, so don’t risk sticking that extra 
zero on the end of your scores — you might just find out what it’s 
like to watch 200 consecutive episodes of Prisoner Cell Block H! 


CASTLE MASTER (Incentive/Domark) 

8,367,500 (Completed) Graham Cole, Tadley, 
Hants 

8,201 ,250 (Completed) Kev ‘Magister’ Bowley, 
Barnsley, S Yorks 

CHASE HQ (Ocean) 

18,860,520 (Completed) Michael ‘Ens’ Nicol, 

East Kilbride, Scotland 
15,195,819 (Completed) Michael Bather, 
Bromborough, Wirral, Merseyside 
11,091,969 (Completed) Brian Leahy, Co Cork, 
Ireland 

(Amiga) 

9,999,999 (Completed) Martin The Mittin’ 
Calladine, Reading 

7,498,980 Glenn Paterson, Plymouth, Devon 
7,240,560 (Completed) Casey Gallacher, 
Reading 

CRACKDOWN (US Gold) 

601 ,350 Matthew 'Note' Allen, West Ewell, 

Surrey 

E-MOTION (US Gold) (Amiga) 

Completed (1 56,400) Steve Packer, Chelmsford, 
Essex 

Completed (140,250) Rob Sadler, Halesowen, W 
Mids 

Level 37 (127,650) Lucifer, Deal, Kent 

GHOULS N’ GHOSTS (US Gold) 

4,364,900 Nathan Rees, Cyncoed, Cardiff 

4.171.800 (Completed) Simon Hudson, 
Hillingdon, Middx 

4.125.100 (Completed) Rab Paul, East Kilbride, 
Scotland 

HARD DRIVIN’ (Tengen/Domark) (Amiga) 
70,576 (Time — 1 :37.99) Andrew Rowley, 
Billericay, Essex 

41,445 (1:49.58) Stu Lindsell, Brentwood, Essex 
30,280 (2:08) Rob H, Stalag ZZAP! 

IVANHOE 

63,015 Stuart Wynne, Home For Sick Eds 

JUMPING JACK SON (Infogrames) (Amiga) 
28,750 Steve Packer, Chelmsford, Essex 

KLAX (Tengen/Domark) (Amiga) 

1,069,225 Phil King 

397.100 Stuart Wynne, Home For Sick Eds 

288.800 Rob H, Stalag ZZAP! 

MYTH (System 3) 

79,451 Peter Hills, Gravesend, Kent 
59,126 (Completed) Graeme ‘Tensed-up’ 
Fairchild, Brentwood, Essex 

53,000 (Completed) Paul Cranner, Millfield, 
Sunderland 

NINJA SPIRIT (Activision) 

249,400 Simon ‘Oik’ Blencowe, Banbury, Oxon 

NINJA WARRIORS (Virgin) 

204,880 (Completed) Marcos The Muke’ 
Simpson, Northwood, Middx 
203,540 (Completed) Edward Fletcher, Ashton- 
Under-Lyme, Manchester 
1 77,320 Luke Povey, Wandsworth, London 

(Amiga) 

340.700 (Completed) Julian Smith, Sheffield 
210,050 Jimmy Gustafsson, Sweden 


144,430 Ian Perryman, Plymouth, Devon 

OPERATION THUNDERBOLT (Amiga) 

4,095,120 (Completed) Alan Mitchell, Radcliffe, 
Manchester 

2,965,712 Jamie Scott Williams, Urmstone, 
Manchester 

2.856.800 (Completed) Casey Gallacher, 
Reading 

P-47 FREEDOM FIGHTER (Firebird) (Amiga) 

1.328.000 Steven Deiory, Hailsham, E Sussex 

799.800 Peter ‘Yeager’ Andersen, Denmark 
452,262 Ian Perryman, Plymouth, Devon 

PHOBIA (Mirrorsoft) 

266.400 (Completed) Peter Hills, Gravesend, 
Kent 

245,750 Gaspart Arnaud, Huldenberg, Belgium 
198,350 Johan The Joker' Jonkers, Venlo- 
Blerick, Holland 

PIPE MANIA (Empire) 

2,270,850 (Level ‘108’) Mike ‘26 Crossovers’ 
Vine. Dagenham, Essex 
86,070 (Level 22) Thomas Matthews, 
Eastbourne 

(Amiga) 

229,650 Jimmy Gustafsson, Sweden 

154.300 Rob Sadler, Halesowen, W Mids 

POWER DRIFT (Activision) 

902,340 P Ano, Douglas, Isle Of Man 
884,960 Phil Halliwell, Shotton Colliery, Co 
Durham 

884,640 Ian Tiger' Gough, Gorseinon, Swansea 
(Hello once again from Penllergaer resident, 

Rob H!) 

(Amiga) 

1,972,382 ‘Andy’s Mum’, Seaford, Essex 
1 ,969,393 Steve ‘St Ivel' Gee, Wakefield, W 
Yorks 

1 ,943,628 Philip Sutcliffe, Nottingham 

RAINBOW ISLANDS 

3,659,380 Gary Thom, Eastcote, Middx 
3,482,820 (Completed) Robert (Rainbow) 
Carney, Ampthill, Beds 
2,251,920 Ivan Truscott, Foxhole, Cornwall 

(Amiga) 

4,799,600 Simon Jacobs, Anonyville 
3,335,180 Simon Clark, Watford. Herts 
2,993,980 Stuart Wynne, Home For Sick Eds 

RETROGRADE (Thalamus) 

3,185,675 (Completed) Simon Hudson, 
Hillingdon, Middx 

1,620,140 (Completed) Dave Pawson, Crayford, 
Kent 

1,574,315 (Completed) Gary Thom, Eastcote, 
Middx 

RICK DANGEROUS (Firebird) 

317.400 (Completed) Chris (Megablaster), 
Rijswijk, Holland 

311,190 Simon Phillips, Greenfield, Beds 

257.300 (Completed) Casey Gallacher, Reading 

(Amiga) 

744,550 (Completed) Casey Gallacher, Reading 

564,250 Ian ‘Stoat’ Perryman, Plymouth, Devon 

14.000 Daniel Besser, Bletchley, Bucks 




R-TYPE (Electric Dreams) (Amiga) 

305.000 (Completed) Lee Ellershaw, Blackpool, 
Lancs 

259.900 (Completed) Andrew Rowley, Billericay. 
Essex 

255.700 Pintel Tomer, Ramat-Gan, Israel 

SILKWORM (Virgin) 

2.113.000 Stepehn Blidgeon, Newall Green, 
Manchester 

1 .658.200 Geoff Holgate, Dalton, Australia 

1.394.000 David Carson, Sydney, Australia 

(Amiga) 

2.543.000 Andrew Maunder, Marple, Cheshire 

2,041,300 (Completed) Steve ‘Rad’ Adkins, 
Munster, W Germany 

1.138.200 Neil Head, Stourbridge, W Mids 

STRIDER (Capcom) 

23.500 (Completed) John Tyrrell, Drogheda, Eire 
11 ,850 James Jack, Grypskerk, Holland 

(Amiga) 

1 .077.500 Rate Ball, Acton, London 

724.900 (Completed) ‘Spike’, Shelley, W Yorks 

307.000 (Completed) Daniel Purbrick, Bodmin, 
Cornwall 

TEST DRIVE 2 (Accolade) 

367,800 (Completed) Mark van Geijtenbeek, 
Leersum, Holland 

289.700 (Completed) Mike Vine, Dagenham, 
Essex 

195,684 (Completed) Arjan Heidekamp, Holland 
(Amiga) 

392,432 (Completed) Matt Heaton, 

Berkhamsted, Herts 

327,296 (Completed) Sami Jussila, Jyvaskyla, 
Finland 

304.900 (Completed) Stuart (F40) Jehan, 
Guernsey 

TURBO OUT RUN (US Gold) 

16.360.000 ‘Mad Man Mark’ Ashton, Manchester 

16.310.000 Rob ‘Road’ Hogg, Stalag ZZAP! 

15.530.000 Johan The Joker’ Jonkers, Venlo- 
Blerick, Holland 

(Amiga) 

48,669,257 Steven Bates, Askett, Bucks 
35,754,346 Glenn Paterson, Plymouth, Devon 
33,630,273 Ian ‘Stoat’ Perryman, Plymouth, 
Devon 

TURRICAN (Rainbow Arts) 

1 ,239,040 (Completed) K Ashe, Buith Wells, 
Powys 

1,141,020 Michael Daw, Newport Pagnell, Bucks 
888,110 (Completed) Simon ‘Oik’ Blencowe, 
Banbury, Oxon 

(Amiga) 

1,117,400 Ian Perryman, Plymouth, Devon 

736,250 Steve Packer, Chelmsford, Essex 

604,650 Pieter Opdam (Tug). Holland 

THE UNTOUCHABLES (Ocean) 

243,790 Mark Steel, Rotherham 
206,310 Marcos The Muke’ Simpson, 
Northwood, Middx 

205,775 Steve Mundy, Askern, Doncaster 

VENDETTA (System 3) 

30:27 (time left) Jonathan Davis, Buckhurst Hill, 
Essex 29:45 (time left) Rob H, Stalag ZZAP! 






SIX 


KONIX MEGABLASTER 

Precision moulded control knob with 
steel shaft for complete reliability. Dual 
fire buttons for left and right hand use. 
Heavy duty leaf switches and rubber 
suction cups. 

OFFER £6.99 


EUROMAX COBRA 
Brand new design with 8 
mlcroswltches. 3 Autoflre buttons and 
single normal fire button provide 
trigger readiness. 

OFFER £11.95 


EURO MAX ELITE STANDARD 

Short travel mlcroswttch action In 


ergonomic and highly durable design 
OFFER £9.95 


EUROMAX MICROHANDLER 

An array of features: extra-sensitive 
mlcroswltch action, two Integrated 
paddles, variable Autoflre, extra large 
fire buttons and solid metal casing •' 
with rubber suction cups. 

OFFER £19.95 


KICK OFF 2 

(Anco) 

C64 

ET. 99/El 1 .99 

SAVE £2.00/£3.00 

Amiga 

£15.99/£19.99* 

«* inc WORLD CUP ‘90) 

SAVE £4.00/£5.00! 


DYNAMICS COMPETITION PRO SOOO 
(NORMAL) 5 
Features arcade quality 
mlcroswltches, dual fire buttons, robust 
steel shaft and rubber return for 
smooth control. 

OFFER £13.50 



MURDER 

(US Gold) 

C64 

£14.39 

(disk only) 

SAVE £3.60! 

Amiga 

€19.99 

SAVE £5.00! 


WELLTRIS 

(Infogrames) 

Amiga 

£ 19.99 

SAVE £5.00! 


FLOOD 

(Electronic Arts) 

Amiga 

£1 9.95 

SAVE £5.00! 




DYNAMICS COMPETITION PRO 5000 
/CLEAR) 

Same as PRO 5000 NORMAL ., but with 
see-thru body. 

OFFER £14.00 



PARADROID ‘90 

(Hewson) 

Amiga 

£19.95 

SAVE £5.00! 


TIME MACHINE 

(Activision) 

C64 

£7.99/£1 1 .99 

SAVE £2.00/£3.00! 

Amiga 

€19.99 

SAVE £5.00! 


DYNAMICS COMPETITION PRO EXTRA 
Features Rapid Fire, unique slow 
motion and see-thru body. 

OFFER £15.00 


POWERPLAY CRUISER STREAMLINE ALL 
BLACK 

With dual lead for Spectrum 
4 8K/128K/Plus/Plus2/Plus3. 

OFFER 12.99 


POWERPLAY CRUISER CLEAR AUTOFIRE 
Simply by holding down either of the 
fire buttons engages Autoflre. 

OFFER £12.99 


POWERPLAY CRYSTAL STANDARD 

Clear Joystick with red fire buttons and 
pistol grip handle. 

OFFER £14.99 



POWERPLAY CRYSTAL TURBO 
Same as CRYSTAL STANDARD, but 
Includes fast Autoflre action. 
OFFER £16.99 









No 63 July 1990 



Megatape 8 with two complete 
games; Galax-i-birds and Fetix\ 
Inside is a massive preview of all 
the latest Ocean games plus a 
joystick round-up. 

Reviewed: Blood Money, 
international 3-D Tennis, Jumping 
Jack Son, Rotox, Projectyle, 
Defenders Of The Earth, Die Hard, 
Dynasty Wars, F-l 6 Combat Pilot, 


Grave Yardage, Italy 1990, 
Ivanhoe, Leisure Suit Larry ill, 
Photon Storm, Resolution 101, 
Theme Park Mystery, Tower Of 
Babel, World Championship 
Boxing, World Cup Soccer: Italia 
'90, and many more besides! 


No 64 August 1990 


A feature preview of all the 
latest US Gold games, a review 
of handheld consoles 
(including the Lynx and 
Gameboy), and the second 
part of Phil's joystick round-up. 
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Remember, apply the discounts to 
RRP prices only, not to our discounted 
Offer prices quoted on this pagel 
Don't forget to Indicate which com- 
puter you own and whether you re- 
quire the software in cassette, disk or 
cartridge form. 

Slmllarlly, don't forget to Indicate gar- 
ment size for T-shirts. 

Prices valid for UK/Eire/Europe only. 
For Overseas orders please add £2.00 
per item for Air Mail delivery. 








ORDER 




recommended games 
list, you can order any 
game released by the 
major software houses 
to date on disk or 
cassette. 

Hot all listed products 
have been released at 
the time of going to 
press. Goods will be 
dispatched as soon as 
possible. Customers 
will be informed of any 
long delays. Ring 0584 
875851 for release 
dates 


% 


BUDGET 


BUY 3 & 
GET ONE 
FREE!! 

Yes! It’s as simple as that! 
You buy any three £2.99 
games through 
ZZUPERSTORE! and we’ll 
give an extra £2.99 title of 
your choice completely 
FREE!! 


How to order 


The offer prices on our games list In- 
clude a generous discount and are In- 
clusive of First Class postage. 

If you wish to order a game not in- 
cluded In the list, please use the fol- 
lowing Special Offer discount table to 
calculate your Offer price from the 
recommended retail price quoted on 
the software houses adverts. 


Reviewed: Klax, Turrican, 

Unreal, Kick Off 2, Adidas 
Championship Football, AMC, 

Fire And Brimstone, Ghosts *N' 
Goblins, Grimblood, Heavy 
Metal, Hero's Quest, Manhunter 
2, Photon Storm, Skidz, Ski Or 
.Die, Sonic Boom, Sword Of 
Aragon, Tie Break, Venom 
Wing. 

ALSO AVAILABLE! 

ISSUES 5, 8, 12 TO 
ISSUES 30 TO 41 
ISSUES 43 TO 62 


SPECIAL OFFER DISCOUNT TABLE 


RRP 


OFFER 


SAVE 


4.99 

5.95 

7.95 

7.99 

8.95 

8.99 

9.95 

9.99 

11.99 

12.95 

12.99 

14.95 

14.99 

19.95 

19.99 
23.00 

24.95 

28.95 

29.95 

34.95 


3.99 
4.74 

6.40 

6.44 
7.20 
7.24 

7.95 

7.99 

9.99 

10.40 

10.44 

11.95 

11.99 

15.95 

15.99 

18.40 

19.95 
23.15 

23.95 

27.95 


1.00 

1.20 

1.55 

1.55 
1.75 
1.75 
2.00 
2.00 
2.00 

2.55 
2.55 
3.00 

3.00 

4.00 

4.00 
4.60 

5.00 
5.80 

6.00 

7.00 


jin-- 


Description 


Price 


ADDRESS 


Total 


ZZAP! MAIL ORDER 

name 


POSTCODF 


PHONE No 


Method of payment (please tick) 

Access □ Visa □ ChequeQ Postal Order Q 


Credit Card No 


Expiry date 


Make cheques and postal orders payable to ZZAP! Ltd. Send this form to 
ZZUPERSTORE, PO BOX 10, LUDLOW, SHROPSHIRE SY8 1 DB. 
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WHAT’S ZZAP! GOT? 
IT’S GOT THE LOT! 


WOT IT COSTS 


OUTSIDE UK 


OUTSIDE EUROPE 


OUTSIDE EUROPE POSTED AIR MAIL. ALL OTHERS ARE SURFACE MAIL 

Yes! Become a subscriber to ZZAP! for 1 2 months 
for just £15 (UK Mainland only)! By subbing, 
compared to the shop price for 12 issues at £18, 
you save £3! That’s the price of TWO issues!! And 
you’ll be saving even more than that because any 
special issues cost £1 .95 each (and there’s plenty 
of those coming your way!) — but you don’t pay 
extra when you’re a subber! 


:::: 


IT’S A SAVING OF, 
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downloads it onto a C64 via PDS. 
The coin-op is a five level hack 'n' 
slayer, distinguished by 
spectacular magic effects and 
dragons which the player can ride 
on. Before starting the game 
Mark takes out a batch of coin-op 
pictures for comparison — witn 
most coin-op conversions this 
would be very foolish. 

Load one is the intro which 
includes stunning portraits of the 
three characters you can play; a 
barbarian, dwarf and Amazonian 
woman. Steve Crow's graphics 
improve upon the coin-op's. The 
selection screen has the characters 
standing on a skeleton's hand, 
left/right moves the characters 
arouna for you to select — getting 
bigger or smaller accordingly. This 
little trick requires 54 frames of 
animation, triple what Mark 
originally intended to use. 
Although the two-player mode 
has been lost, presentation shows 
no sign of compromise. 

I ask Mark how helpful Sega 
were and he grimaces. 'Sega 
gave us very little, the graphics 
they did send us were probably 
from the Megadrive and useless.' 
Mark had to play through the 
entire game so Steve could take 
photos. The map hangs on the 
wall to the rignt, and it took 
ages' to do. As Mark walks us 
through the game, glances to the 
map show the layout is identical 
— it seems every paving stone 
has been duplicated! 

The first level begins in a forest 
with a superbly detailed 
background. As the dwarf strolls 
forward the horizontal scrolling is 
super-smooth, effortlessly 
switching to vertical when he has 
to leap downwards. There are a 
few tiny glitches, which Mark 
explains are 'timing problems — 
they'll be fixed, but there's no 


t The 1989 Read- 
ers’ Awards saw 
Mark Kelly and 
Steve Crow voted 
the C64 Program- 
ming Team of the 
Year, with Turbo 
Out Hun picking up Best 
Sound, Best Coin-Op 
Conversion and Best Game 
awards. All that for a 16- 
week rush job! Now 
they’ve got a team name, 
Visual FX, and eight whole 
months to convert Sega’s 
Golden Axe . STUART 
WYNNE and MICHAEL 
PARKINSON paid them a 
visit. 


point in doing that until 
everything else is finished.' The 
scroll is an updated version of the 
one used in Mr Heli. 

The dwarf is quite big and 
brilliantly animated, but the first 
enemy is almost twice as tall. 
Taking him out requires some nifty 
moves; the imaginative combat 
action is one the best parts of the 
coin-op. 'We had to work out all 
the action moves, there's quite a 
few and some time after we 
thought we had them all we 
discovered the piledriver, which 
can take out some of the big 
badd ies with just two or three 
blows.' The dwarf demonstrates, 
leaping into the air before make a 
pulverising downward blow. But 
coin-op authenticity isn't 
everything: 'The woman's 

shoulder butt move replaces the 
kick, because her leg didn't look 
quite right. But everything else is 
there, including the dwarf's 
headbutt charge.' 

The graphics are indeed 
amazing, and the dwarf is soon 
astride a dragon, stomping left 
and right and spitting fire at the 
baddies. Characters can be up to 
4x3 sprites in size. 'Memory is the 
biggest killer, so we had to make 
the dragons vanish when you're 
hit. We also couldn't have the 
dragons jumping, so what we've 
done is make it so they only 
appear when it's not necessary to 
jump.' 

Periodically the palette switches 
background colours in an abrupt 
flash — this uniaue idea means 
Axe keeps very close to the coin 
op, unlike most conversions which 
compromise on one palette per 
level. The character set used for 
the background is also being 
constantly updated. Axe has five 
levels in all, each a single load, 
with the intro and outro making 


#Fergus McGovern's Probe 
development company is located 
in a modest three-storey Croydon 
building, modern and 
distinguished by attractive 
blondes within and a red Porsche 
911 Carrera outside. A yuppie 
utopia, and Feraus is surprisingly 
young — Marx Kelly appears 
only a year or so his junior. 
Probe's star programmer is a 
talkative Glaswegian, not much 
impressed by the rest of the 
industry. But that's 'off-the- 
record', and not a little red-eyed 
he takes us up to his office. It's 
packed with hardware, including 
a TV 'for watching Neighbours 
and Bpstenders ' , a video recorder 
and an Acoustic Research hi-fi, 
Steve Crow works at home 
most of the time, but his absence 
now is due to a dentist 
appointment. According to Mark, 
the dental damage is due to a 
karate-practising girlfriend, but 
this might just be his Scottish 
sense of humour... In the 
meantime Mark loads up Golden 
Axe on his M3PC, then 

















▼ The slick selection screen: each of the characters have their 
own stamina, speed and magic attributes. 


▼ H-bomb style explosion 
magic. 


immediately enthusiastic. 'Mark's 
a brilliant programmer, he makes 
sure the graphics go in just right. 
It's no use doing brilliant graphics 
unless they'rfe animated just right 


and the programmer slicks to the 
colours you intended.' 

1 very rarely change colours,' 
Mark confirms, 'and I always 
check if I do. Our motto is: 
Teamwork, hardwork and co- 
ordination. Steve's always coming 
up with new stuff to cram in and 
testing out his graphics on me. 
With Steve the graphics are 
usually so good I can't help but 
try and get them all in. I think 
you've got to try and use all the 
resources of time and money 
you've got to do the best possible. 
People who're in it just for the 
money piss me off. Ten pounds is 
a lot or money for some parents, 
and too many games don't last a 
weekend.' $ 

On the specificf of Axe, Steve 
picked up some neat graphic 
tricks from Sega. 'When I first 
saw it I thought there were loads 
and loads o f frames of animation, 
but in fact the blurring effect is 
very easily done.' The cartoonish 
speedlines when a character 
attacks are shown in the 
screenshots. But instead of five 
different positions of action 


seven loads in ail. Although the 
coin-op creatures aren't that 
varied, 'the control routines are 
all different. The Sumos come on 
slow, the Knight is very quick, 
while the Death Adder is very fast 
reacting.' Similarly each of the 
characters you can select vary in 
speed, strength and stamina. 

Memory restrictions mean there 
can only be one baddie on screen 
at a time, plus a thief — a small 
creature which carries magic. 'We 
had a choice of doing Double 
Dragon size sprites or something 
bigger and more ambitious, 
although there'd just be one at a 
time. Actually I spent seven weeks 
on routines to get two enemies on 
screen at the same time, but I just 
couldn't get it without some 
glitches/ The idea of such 
imperfection is clearly 
unacceptable to Mark. 

'Fortunately in the arcade 
game there's usually only one 
enemy attacking at a time. And in 
our game as soon as an enemy 
dies, another moves in so there's 
hardly time to breathe. Only 
when you walk ahead is there 
any rest. Basically we've kept the 
coin-op theme and ideas, but 
slightly altered the way it plays to 
make best use of the 64.' As the 
beautiful eagle-head bridge 
scrolls onto screen, made Up of 


255 characters, Steve calls in to 
report he's had six injections! 
Obviously looking for sympathy 
he gets only laughter from Mark. 
'Tough luck!' 

His oral misfortune reminds 
everyone they're hungry, but 
rather than go to a plush 
restaurant in typically Hoggish 
fashion, we decide on a 
MacDonalds. We're joined by 
Jeroen Tel, a Dutch Maniac Of 
Noise who's providing the seven 
tunes required. There's also an FX 
only option, with two or three 
channels per effect. Maniacs are 
going to have to excel themselves 


showing the sword movement, the 
blur shows all the positions in one 
frame.' 

There are ?6 frames of 
animation for each of the three 
characters you can choose to 
play. Each frame uses six sprites, 
with 96 different sprites per 
character moving in one direction. 
This is effectively doubled by 
software flipping. The four smaller 
aliens have eight frames, while 
the big baddies have five. There's 
a massive 360K of graphics in 
C64 Golden Axe (or were, the 
night after the interview they 
worked to 2am and increased the 
smaller aliens' frames of 
animation to 20!). 'The only 
creature we dropped was the 
chicken-legged dragon,' says 
Steve. 'I drew it but it had to be 
dropped.' Each level multiloads 
only graphics data to speed 
things up, and putting in chicken- 


was more right than he could 
have imagined, as Probe has 
been approached by numerous 
software houses wanting them to 
handle their driving games too. 
The only one Mark could show us 
was Special Criminal 
Investigations (AKA Chose HQ //). 
It ifiakes Turbo look sluggish! 

As we return to Probe, Steve 
arrives — tall and cheerful, the 
programmer of numerous 
Spectrum smashes and now one 
of the C64's top graphic artists. 
After much examination of 
gleaming ivory he sets up his 520 
STFM. 'When we started Turbo I 
did a few graphics on the C64, 
but I soon switched to the ST. I use 
[Rainbird's] Art Studio, which is 
great for characters, and a Genius 
mouse. I'm always changing mice 
because it's so important.' 

I ask about what it's like 
'working with Mark, and Steve is 


to Turbo's programming. In his 
ZZAP! interview Steve Crow 
predicted 'a lot of people will try 
and copy the style we've come up 
with in this game'. It turns out he 

▼ Mark Kelly discovers the dangers of mocking Maniac Jeroen Tel, 
with Steve Crow providing help (and a mucky car!). 
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▼ About to be cut in two by one of the biggest baddies 


▼ One of the three superb character portraits in the selection 
scene. 


leg would require code. There's a 
similar question mark over the 
just-finished map which might be 
dropped to avoid multiload 
hassle. Mark's severely critical of 
Turbo on cassette, and Axe should 
be a lot better. 

Now Steve's arrived Mark 
shows off the magic effects, 
there's a different type for each 
level, with various stages of 
power. Pressing fire causes the 
dwarf to raise nis arms and the 
screen fills with explosions. It's a 
flickscreen effect, alternating the 
explosions with the game 
graphics rapidly enough to fool in 
the eyes into combining the 
images. Even more impressive is 
the massive flame-spewing 
dragon head and the flickering 
blue lightning which walks across 
the screen. There's even a tiny bit 
of lightning which hops orf to 
briefly flicker on its own. 'I drew 
that out, but I didn't really think 
Mark would bother to program it 
in,' says Steve, who's seeing the 
magic animated for the first time. 

As fhe fireball maqic is shown 
Steve frowns, spotting a glitch n6 
one else had noticed. Intense, but 
good humoured debate over its 
cause follows. Apparently the C64 
graphics chip smooths over colour 
differences, whereas the ST's 
doesn't. Steve uses a specially 
modified Philips monitor to 
simulate the effect, but sometimes 


graphics which look good on the 
ST glitch on a real C64. 

They' II be fixed and it's a good 
example of their team approach, 
each checking the other's work. 
'Next week I'll be giving Mark 
serious grief over playability,' 
promises Steve. 'On Turbo I asked 
him if he couldn't make the car go 
faster across the screen. He said 
he cpuldn't, so I suggested he put 
a loop in. "Gfn't go for that", he 
said — he wasn't having a good 
day — but eventually he did.' 

It's hard to thin 


A Debbie arrives at work with paparazzo Michael providing the 
reception. 

we made the big/small sprite 
decision. After that it was the 


of the memory restrictions, 
allowing lots of extra features. 
There might even be a cartridge 
race game construction set, 
allowing buyers to design their 
own Turbo Out Run . US Gold 
don't know about it yet, but 
hopefully they'll back it. Any 
readers with ideas to put in are 
invited to write in to us (envelopes 
marked Great Game Ideas), 
which will be passed onto Probe. 
The best ideas could win a copy 
of tlie cartridge, if it happens. 
There's also plans to do a state-of- 
the-art Amiga game, as Mark and 
*teve have yet to be impressed by 
any Amiga Software. He also 
foresees helping out on any future 


decision. After tRat it was the 
flickicreen effect of the magic, 
then the backgrounds. They use 
multiple character sets.' 

Each level's background is 
constructed from t#o character 
sets,' says Steve, 'ft was probably 
the first thing I did.' I ask Steve 
about the magnificent character 
portraits. 'They weren't digitized,' 
ne promises, prompting 
suggestions about tracing paper, 
In fact, Steve used 'clear cell 
overhead projection film. Tracing 
fibper is too opaque. But I only 
used that for outlines, all the rest I 
did by eye. It took a day to do 
each one, but they were long 


another 

partnership where the graphic 
artist can not only criticize the 
programming bu#^ make 
suggestions as well. Both are 
fullsome in the other's praise, and 
Turbo was the ultimate test. Mark 
remembers, 'We started Turbo this 
very day [26th JM^]. The final 
contracts between Sega, US Gold, 
Probe and ourselves were signed 
over a weekend. We had sixteen 
weeks and worked seven days a 
week without a break.' 

Golden Axe was comparatively 
leisurely: while Turbo took them 
just five weeks to make the 
breakthrough which convinced 
them it would work, with Golden 
Axe it was four months. 
According to Mark, 'The first thing 
we did was the scroll routine, then 
it was putting the player on 
screen. It took seven weeks to do 
a sprite system, and it was then 


rrobe L64 games, but tor us it $ 
time to catch the train. 

On the way to the station Steve 
remembers the time Mark asked 
him for seven frames of animation 
for the Mr Heli character. 'I gave 
him seventy-two frames. He put 
them all in but he doesn't let me 
forget about it.' Such commitment 
from graphic artist and 
programmer make anything 
possible. The rewards are already 
apparent and while Steve has just 
bought a house, Mark's got an 
order in for a 140mph Calibra 
(and they only come in red). 


The commitment certainly 
shows, and Golden Axe is going 
to have a similar impact on the 
tired world of beat-'em-ups as 
Turbo did 00 race games. The 
graphics are great, while the 
variety of combat moves and 
magic effects means there's plenty 
to master. Already there's been 
four months of exhaustive 
playtesting on the project, an 
unimaginable amount compared 
to Turbo. 

For the future, the billion dollar 
console market beckons. They've 
already been flown over to 
America for a chat. But Mark's 
convincing in his Commitment to 
the C64. He's particularly looking 
forward fo possible cartridge 
versions ot Turbo and Axe. Tne 
256K memory would solve many 


Golden Axe will be released by 
Virgin Games in October for 
£9.99 cassette and £14.99 disk 
on the C64. An Amiga version is 
also under development by Probe. 
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POWER RESET 


POWER TOOLKIT 


A powerful BASIC-Toolkit (Additional helpful 
commands) that considerably simplifies prog- 
rammingand debugging. The toolkit commands 
can be used in your programs. 


DISK TOOL 


Using POWER CARTRIDGE you can load up to 
6 times faster from disk. 

The Disk commands can be used in your own 
programs. 


TAPE TOOL 


Using POWER CARTRIDGE you can work up to 
10 times faster with your data recorder. The 
Tape commands can be used in your programs. 


POWERMONITOR 


A powerful machine language monitor that is 
readily available and leaves all of your Commo- 
dore memory available for programming. 

Also works in BASIC-ROM, ETERNAL and I/O 
areas. 


( )n the back of the POWER CARTRIDGE there 
is a Reset Button. Pressing this button makes a 
SPECIAL MENU appear on the screen. 


PRINTERTOOL 


The POWER C ARTRIDGE contains a very effec - 
tive Printer-Interface, that self detects if a printer 
is connected to the Serial Bus or User-Port. 

' it will print all Commodore characters on Epson 
and compatible printers. 

The printer-interface has a variety of set-up pos- 
sibilities. It c an produc e HARDCC )PY of sc Teens 
not only on Serial printers (MPS801 , 802, 803 
etc) but also on Centronic printers (EPSON, 
STAR, CITIZEN, PANASONIC, etc). 

The HARDCOPY function automatically distin- 
guishes between HIRES and LORES. Multi-col- 
our graphics are converted into shades of grey. 
The PSET functions allow you to decide on 
Large/Small and Normal/Inverse printing. 

Bite om Devic es Ltd does not authorise or purport to 
authorise the making by any means or for any purpose 
whatsoever of c opies or adaptions of c opyright works or 
other protec tc d material, and users of the Power Cartridge 
must obtain the necessary prior consent for the making of 
sue h copies or adaptions from all c opyright and other right 
owners concerned. See UK Copyright, Designs & Patents 
Act 1 4h8. 


CONTINUE 

BASIC 
RESET 
TOTAL 
BACKUP 
DISK 


RESET ALL 
TOTAL 
BACKUP 
TAPE 

HARDCOPY 


MONITOR 


Allows you to return to your 
program. 

-Return to BASIC 
-Normal RESET. 

- Saves the contents of the 
memory onto a Disk. The 
program can be reloaded later 
with BLOADfollowed by 
CONTINUE. 

- RESET of any program. 

-As BACKUP DISK but to TAPE. 


-At any moment, prints out a 
Hardc opy of the sc reen . 
UsingCONTINUE afterwards 
you can return to the program . 
-Takes you into the Machine 
language Monitor. 
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BDL 


Bitcon Devices Ltd 


Bitcon Devices Ltd. 
88 BEWICK ROAD 
GATESHEAD 
TYNE AND WEAR 
NE81RS 
ENGLAND. 


TEL: 091 490 1975 and 091 490 1919 
FAX: 091 490 1918 

To order: Access/Visa welcome - Cheques or P/O 
payable to BDL. 

UK orders add £1.20 post/pack total - £18.19 
incl. V.A.T. 

Europe orders add £2.50. Overseas add £3.50- 
TRADE AND EXPORT ENQUIRIES WELCOME 


DELTASTAR ENTERPRISES 

(Formerly Suncomp) 

39 Edmunds Road, Cranwell Village, SLEAFORD, Lines, NG34 8EL 

Telephone: 0400 62046 

We now accept Access and Visa 


.AMIGA C64 

; DISC. ...CASS 


.6.99 

.6.99 

.6.99 


American Dreams 1 8.99 ] ° ™ 

Bomber 22.99 14.99 ....10.99 

Black Tiger 18.99 *••••••■ 

Cloud Kingdoms 18.99 ] 0 ' 9 ? 

Cyberball 14.99 10-99 

Defenders of the Earth 14.99 10.99 

Drakkhen 22.99 *•••••• ' 

E-Motion 18.99 0.99 7.99 

Escape Pint Robot Monster... 14.99 10.99 6.99 

F-29 Retaliator 18.99 ' ' 

Full Metal Planet 18.99 - * 

Gravity 18.99 ' 

Hammerfist 18.99 _*•••••• ‘ 

Italy 1990 18.99 12.99 9.99 

Kick Off 2 14.99 10 99 6.99 

Manchester United 18.99 10.99 6.99 

Mid Winter 22.99 ■••••*• * 

Op Thunderbolt 18.99 10.99 6.99 

P-47 Thunderbolt 1 8.99 9.99 6.99 

Pipemania 18.99 1099 6.99 

Pro Tennis Tournament 18.99 * * 

Rainbow Islands 18.99 19'™ 2 ™ 

Shadow Warriors 18.99 10.99 6.99 

Sim City 22.99 14 99 - 

Theme Park Mystery 18.99 ' ‘ 

Treasure Island Dizzy 4.49 - 2.99 

Vendetta . - 6.99 

Wipe Out 14.99 ' ■ • 

X-Out 14.99 10.99 


.6.99 


Other titles and formats also available. Please write or ring for lists.Remember to state 
which format you require. If you can’t see what you want please ring, we’re here to help. 
Prices include postage and packing for UK. For EEC please add £1 .00 per item. Rest of 
the world please add £2.00. New releases sent on day of release. Stock items sent same 

day. All programmes subject to availability. 

Please make cheques & postal orders payable to DELTASTAR ENTERPRISES LTD. We 
also supply computers, joysticks and other peripherals. Please ring for our very 
reasonable rates. DELTASTAR ENTERPRISES is mail order only. 


COMMODORE SUPPLIES 


REPLACEMENT PARTS 

Amiga Power Supply £39.99 

Commodore 128 PSU £39.99 

Commodore 64 PSU £24.99 

Amiga Modulator £17.99 

Vic-20 Modulator £14.99 

64 Datacorder (C2N) £24.99 

16/+4 Datacorder (C3N) £24.99 

Commodore 16 PSU £14.99 

PRINTER RIBBONS 

MPS801 Ribbon £4.99 

MPS803 Ribbon £4.99 

LC10 Ribbon £4.99 

Citizen 1200 £4.99 


LC10 Colour £9.99 

LC10-24 £4.99 

Epson LX 80 £3.99 

Brother Ml 009 £4.99 

CABLES ETC 

Serial Cable (64) £5.99 

Amiga Cable (Centronics) £9.99 

64 Parralel Converter £14.99 

OTHER ITEMS 

Simons Basic Extension £4.99 

100x51/4” Discs £29.99 

100 x 3 1/2” DSDD Certified £49.99 

64 Magnum Lightgun £34.99 


Prices are fully inclusive. Delivery within 14 days. 
Chq/PO to; Omnidale Supplies (Z), 23 Curzon Street, 
Derby, DEI 2ES Tel: (0332) 291219 


'VISA 


AT LAST! 

COMMODORE l/C SPARES 

AT DISCOUNT PRICES 
For C64, 06, +4, 028 and Amiga 


CIA 

6526 

£12.99 

ROM 

901227-03 £8.99 

MPU 

6510 

£9.99 

ROM 

901225-01 £7.99 

PLA 

906114-01 £9.99 

SOUND 

6581 

£16.99 

ROM 

901226-01 £12.99 

RAM 

4164 

£2.99 


C64 USER PORT RE-SET SWITCHES £5.99 
MICRO MATE REPAIRABLE C64 POWER SUPPLY UNITS. SUPERB QUALITY 

WERE £29.99 NOW £24.99 
C64, C 16, +4, SERVICE MANUALS £19.90 
All prices include post & packing, handling and V AT-send your faulty computer 
and P.S.U. for estimate and repair from £9.99 -I- parts -F carriage + VAT. 

SEND CHEQUE/P.O. ACCESS/VISA CARDS WELCOME 

ELECTRONIC SERVICES 

176 VICTORIA ROAD WEST, CLEVELEYS, BLACKPOOL, FY5 3NE 

Tel. (0253) 822708 
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Hut! Hut! Hut! Ace computer 
Quarterback Peter Di Mambro 
of Dalkeith in Midlothian is 
on the scene and touching 
down with these end>zone 
tips for this blitzing 
American Football sim. So I’ll 
just say It’s Good!!!’ and let 
Peter take it away!! 

; 

Here's how to average at least 
70 points per game (it should 
be possible to get over 1 20!)... 

OFFENCE 

It is only necessary to use the 
Shotgun formation with the 
bottom-right tactic choice. 
Position both Wide Receivers on 
the left. When the ball is 
s | [ la PRf c ^ ri / n l^e Quarterback to 
the left so he is in a vertical line 
with the Wide Receivers. 

Advance to just before the line 
| of scrimmage and two of the 
defence will run towards you. It 
is now that you throw the ball 
upfield as far as possible, 
resulting in a Touchdown! When 
within ten yards of the end-zone 
it may be easier running the ball 
in yourself. 

Occasionally the defence will 
Blitz through the middle or from 

i e in — ‘ n ^' s case i us * dump 
the ball out to the left naif baclc 

and you should gain at least 5 
yards. 

This Offence will work against 
all computer teams as they are 
so lacking in intelligence it's 
incredible! A little moan about 
the Instability score you qave the 
game: 94% is a little high as 
once you've won the CWFl Bowl 
you won't play it again as it's too 
dafly with I 
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same as Ihe above. 
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lunners as rnis will enable 
your Defence to gain an extra 
couple of yards. 

: . . 


S • |is|i : 

' . Si :SSS S5 lira i ;Siii 

■ :-Si ■ - . ■ ■ raras Si 

f 

S'. 


easy (Especially with these tips it 
is.! — Rob H). I beat San Diego 
in the Final 98-3 and I didn't 
bother scoring again as there 
was only room tor_2 digits on the 


It doesn't matter too much 
whether the computer scores or 
not as you're guaranteed to 
score^more (What a big head!! 

Always use 4-3 or 3-4 Defence 
with either Pass or Run Inside 
option. 

1-Formation 

Man-to-Man mark the Wide 
Receiver with the Left Corner, 
Either Double Cover the Wide 
Receiver or Blitz Left Safety. 
Leave the Right Corner. 

Control Right Safety yourself. 
Position him in the middle about 
5 yards behind the line of 
scrimmage. 

Shotgun 

With the corners Man-to-Man 
the Wide Receivers. The Right 

Safety can either Double Cover 
or Blitz. 

The Left Safety is under your 
contra . Either tackle the Half 
Back when carrying the ball or if 
the Quarter Back is 
stand in front of the H 
he cannot run upfield. 

I % 9 m 


; : ■ iiiiii ill ' n / i i 
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board! (Show off!!! 
again). 


KICKING 


Pro-Set 

Man-to-Man the Wide Receiver 
with Right Corner. Blitz the Left 
Corner. Leave the Right Safely or 
Double Cover the Wide Receiver. 
Use Left Safety to block a Half 
Back. 

s ■ . ■ » : / / . 

1 II Hi I 1 ' 11 ; 1 ' 

NOTE: The Computer Quarter 
Back doesn't run upfield carryinq 
the ball! (Sounds thick to me — 
Rob H) 






Punts: Hit the ball straight away. 
Don't try to advance a tow yards 
before kicking as this will get you 

knrUorl u ' 
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FANTASY WORLD DEZY 


(Codemasters) 
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I think I should get more 
people to write into the Rrap 
asking for maps and tips like 
Michael McDonnell did when 
he asked for help on Fantasy 
World Dizzy, the latest in the 
ongoing eggs-citing series of 
eggs-cellent adventures from 
the Codemasters yoikers 
(He’s well gone this time — 
Ed). Mrs G Smith of Carlisle 
(where we print this 
wonderful mag) in Cumbria, 
NP Hewitt of Bristol, Richard 
McBlane of Prestwick, 
Crispian Batstone, Duncan 
Wardie from up the road in 
Shrewsbury, Lawrence Nuttall 
of Aldershot and somebody 
who remains nameless from 
Elmesthorpe in Leics are ail 
kind-yolked eggs-perts in 
this game with maps, tips 
and solutions galore sent in 
to help Michael (and many 
others judging by the pleas 
for help). This is simply great 
and shows how caring ZZAP! 
readers are: more of the 
same I say, give them a 
round of applause! Now what 
about the same sort of stuff 
for other decent budget 
games? Come on, we’re on a 
(egg) roll here!!! 


THE FANTASTIC FANTASY 
WORLD DIZZY SOLUTION 


First, give the APPLE to the 
TROLL, take the JUG OF 
WATER and tip it on the FIRE. 
Then get the LOAF and leave 
the room. Take the BOULDER 
near the barrel in the 
smuggler’s cove and jump onto 
the top platform. As the RAT 
runs right, run after him for 
about a second and drop the 
BREAD in its path. Get out of 
the way by going left. 

Drop the boulder in the 
entrance hall and go to the 
CROCODILE on the next 
screen. DON’T pick up the 



WHISKY or you’ll be drunk for 
the rest of the game! Instead, 
walk past it to the ledge. The 
croc opens its mouth in a 
pattern, namely three times in a 
row before pausing. Jump onto 
him from the position next to 
the WHISKY BOTTLE when he 
opens his jaw for a SECOND 
time. As soon as you land on 
him, jump right! Get the 
BOULDER and come back to 
the entrance hall. 

Drop the boulder and go 
upstairs and jump left (careful 
about the fire on the wall!) Turn 
the PORTCULLIS on and get 
on the table next to DENZIL, 
jump left on the very edge of 
the table then jump right from 
where you land. You should be 
still in the room with Denzil but 
in the top left corner. Now jump 
onto the next screen. 

Go to the East Wing and get 
the KEY, taking care to avoid 
the spikes. Now get the BONE 
from the attic, go down to the 
entrance hall and drop the key. 
Go to Armorog’s Den and put 
the bone at the entrance of his 
cave. Quickly get the boulder 
and jump out of the way of 
Armorog. Get one boulder from 
the entrance hall and go to the 
Dizzy Hawk. Jump left when he 
comes towards you and keep 
jumping. You’re okay when you 
are under the CLOUD under on 
the left side. 

Walk up to the edge of the 
BRIDGE and drop both 
boulders in. Get the other 
boulder and do the same. Fall 
onto the middle bit and jump 
onto the other side. Get the 
KEY and jump onto the BOXES 
on the next screen. Walk on 
top of the boxes to the next 
screen and jump the HOLE in 
the PIER. Talk to DOZY and 


Ii 3 "Lift” ! 

“Spites.' 

<35 -Soo'ikt^ ! 


1 * Denzil 
2-Dyfcm 
3 - Grand Dizzy 

5 Dozy 
* vonvOHl 
A -Jug of Water 

ft. « CJmLl 

d 3Mb Bread 
C- Apple 
D- Boulder 
E-Rope 

FWNskyBoHie 
G - A Bag 


H- Pigmy Cow 
I -Manure 
J- Golden Key 
K - Big Hole 
l - Stan, 
Crowbar 
M - Pick Axe 
N* Brass Door 
Knocker 
O- An Empty 

WKMI 

P - Shiny Gold 
Coin 


Q-Key 
R - Meaty Bone 
S - Dragon's Egg 
T-Swtfctifar 
Daisy’s Lift 
U - Thick Rug 
V- Heavy Egg 
W - Golden Key 
X* Sleeping 
roaon 

Y - Single Bean 


get the SLEEPING POTION. 
Try and talk to him again and 
kick him in the sea for a laugh. 

Go to the DINOSAUR past 
the croc and, when he lifts his 
head, run past the TREE and 
drop the potion. Get the key 
from the entrance hall and pick 
up the BAG from on the wall. 
Put the keys in the the LIFT 
CONTROL and get the KEY 
from the bottom of the 
VOLCANO which is about four 
screens to the right. 

Talk to DYLAN on the way 
back and put the key in the lift 
control. Climb on the wooden 
planks to get to GRAND DIZZY 
and get the CROWBAR. Get 
down again and get the COW. 
Put the crowbar on the top of 
the WELL and go down it. Find 
the SHOPKEEPER in the 
MARKET SQUARE and 
exchange the COW for a 
BEAN. Get the key from the 
chapel and put that in the lift 
control too. 

Plant the bean in the 
MANURE. Go up the 
WOODEN PLANKS again and 
get the DOOR KNOCKER and 
the PICK-AXE from near Grand 
Dizzy. Go to the entrance hall 
and from there go to the door 
where it says ‘KNOCK AND 
ENTER’, Drop the door 
knocker and enter to pick up 
the BUCKET. Go to the bottom 
of the volcano and step into the 
WATER. (Don’t worry, it won’t 
kill you!). Fill the bucket and 
drop it in the manure. 

Climb the BEANSTALK to 
the first cloud on the screen 


and jump up to the next cloud 
on the screen above (climbing 
the bean may be a bit tricky so 
be careful and take your time). 
Go to the CLOUD CASTLE and 
get the DRAGON’S EGG, jump 
all the way down back to the 
LOCK ROOM. Walk down the 
hole and place the dragon’s 
egg on the NEST (but not too 
near the Dragon else it 

won’t do anything). When he 
lets you past jump up to the 
second platform on the left and 
use the pick-axe. 

Get the RUG, climb the 
clouds again and go right up to 
the SPIKES in the floor in the 
castle. Cover the spikes with 
the rug and jump onto them. 
Jump up to the switch and turn 
it on to release DAISY. Go and 
talk to Daisy when she reaches 
the TABLE. Watch the PRETTY 
HEARTS on the screen. Go 
and find all of the coins (you 
need 30 coins in all) and go 
back to Daisy’s HUT to 
complete the game!!! 

Well done Dizzy and Daisy 
and may they both live an 
unscrambled, unpoached and 
unfried life, sunny side up of 
course!!! 


FANTASTIC TIPS 


★ On the lid of the bottomless 
well is a pouch you can pick up 
and use to carry more objects. 


. 




■ 
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& If you’re having trouble 
finding coins you can get an 
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extra one by going into the 
mines, finding the troll and then 
going back to the start where a 
coin magically appears. 

★ The Dizzy bird won’t get you 
if it’s over a cloud. If you are on 
the left wait until he is over the 
left cloud before moving; 
so with the right-hand 



THE COlflS AND THEIR 
LOCATIONS 


. 


if ■ 


Mrs G Smith 



1 . Entrance Hall — Second 


2. East Wing — Next to the fire 

3. West Wing — On the ledge 

4. Banquet Hall — Above 
Denzil 

5. Castle Staircase — On the 
stairs 

6. Moat and Portcullis — Under 
the torch 

7. Guard House — Next to the 
tree 

8. Crafty Cloud — In the cloud 

9. Dock and Pier — Between 
the boxes 

10. Amazing Illusion — In the 
rocks 

1 1 . Bottomless Well — Clump 
of leaves 

12. Bottomless Well — In the 
rail between 2 trees 

13. Base of Tree House — 
Next to tree 

14. Lift Control Hut — In the rail 
near well 

15. Large Oak Tree — Clump 
of leaves in the tree on the left 


16. Near Volcano Top — In the 


17. Active Volcano — Top of 
the rock 

18. Denzil’s Pad — In the 


19. Daisy’s Empty Hut — In the 
window 

20. Meeting Hall — Near the 
tree 

21. Dizzy’s Parent’s Hut — 
Near the window 

22. Market Square — In the 
rocks 

23. Complex Cloud Route — In 
cloud 

24. Inside the Church — Near 


25. More ‘Orriblfe Clouds — In 
cloud 

26. Dragon’s Lair — Near the 
lift 

27. Daisy Prison — Under table 

28. Deserted Mine — Near the 
rocks 

29. Castle Dungeon — Where 
the guard was standing 

30. Long jwmp cloud — In 
cloud, stand on the left of 
platform in the tree house, near 
lift. 


RAINBOW 

ISLANDS 

(Ocean) 


M ' ■ • 


Level one 
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Now this is weird: cute 
tanks! The levels are 
gradually getting longer with 
the third and fourth levels of 
each Island proving a long 
haul with larger gaps starting 
to appear forcing you to use 
rainbows as platforms to 
climb the levels. 

Incorporated into the 
Amiga game are some nifty 
cheats which can be 
accessed through the title 
screen. Printed here are a 
few of the codes but there 
must be loads more so get to 
work you lot! I need those 
cheats badly! 

To input these cheats load 
up the game as usual and 
when the Rainbow Islands 
logo starts to colour-cycle, 
quickly type in anyone of 
the following codes 
(unfortunately only one code 
can be used per game). Now 
input up to the maximum 5 
credits (the Hints should 
appear at this point if you 
selected the Hint cheat-code) 
and then start the game. 
Depending on the code-cheat 
you should start with an 
extra capability and even 
better you’ll keep it! (Even 
after using a continue play). 
Now, what about a 64 
equivalent? 


Level two 
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Level three 
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Codes 

— Effect 

LBSJRLJR 

— Continue on 
all Islands 

RJSBJSBR 

— Double 
Rainbows 

SSSLLRRS 

■ 

— Fast 
Rainbows 

BLRBJSBJ 

— Shoes 

BJBJBJRS 

— Hint A — 

LJLSLBLS 

Diamonds 
— Hint B — 
Diamonds 


COMBAT ISLAND BOSS — 
HELICOPTER 

M 

The helicopter is as easy as 
the Spider to bump off. As soon 

.ind of island mother 
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FULL RANGE OF Al ZA, ST, SEGA, 6*>EC, AMSTRAD,"^, PCW, 2600, XL/XE, BBC 



COMMODORE 64 DISCS 


Wicked :.2.99 

Street Sports Soccer 2.99 

Soko Ban 3.99 

Dynamite Dux 4.99 

Navy Seal 4.99 

Blockbusters 2.99 

The Three Stooges 4.99 

Blue Thunder 2.99 

Bomb Jack II 2.99 

Super Sprint 2.99 

Super Wonder Boy 4.99 

Def Con 5 4.99 

Altered Beast 4.99 

Running Man 3.99 

Mickey Mouse 2.99 

Pub Games 2.99 

Pac Land 3.99 

Netherworld 2.99 

Afterburner 3.99 

Ballistix 3.99 

Deja-Vu 4.99 

North Star 2.99 

Gary Linekars Superskills 3.99 

Super Scramble Simulator 2.99 

The Muncher 2.99 

Artura 2.99 

International Karate 2.99 

Top Fuel Challenge 2.99 

Ace 2088 2.99 

The Empire Stikes Back 2.99 

Intrigue 4.99 

The Flintstones 3.99 

Ikari Warriors 3.99 

Fighting Soccer 4.99 

Foxx Fights Back 3.99 

Flying Shark 2.99 

Ballistix 3.99 

Baal 3.99 

Last Ninja 2 3.99 

Toobin 3.99 

Hercules 2.99 

Apache Strike 4.99 

Thunderbirds 3.99 

Batty (Breakout) 2.99 

Return of the Jedi 2.99 

Space Academy 3.99 

Kokotoni Wilf 2.99 

Exolon 2.99 

Enlightenment Druid II 2.99 

Pilot 2.99 

Starcross 2.99 

Suspended 2.99 

Dealine 2.99 

Pazazz 2.99 

SDI 3.99 

International Soccer 3.99 

Thunder Chopper 

(By Sublogic) 4.99 

Track & Field (Plus Arcade 
controller) 4.99 




64 DISCS UTILITIES 


Swift Spreadsheet 9.95 

(Possibly the Best Spreadsheet 
ever for the Commodore 64) 

Simons Basic 9.95 

Simons Basic Extension 4.95 

Logo 9.95 

Introduction to Basic Part 2 ..4.99 

Programers Utilities 4.99 

Easy Stock 9.99 

Macro Assembler Developer 9.99 

Sound Studio 3.99 

Personal Money Manager ....3.99 
Commodore Sound 

Expander 9.95 

5 Octave Keyboards 49.95 

Programmers Toolbox 4.99 

Geos Inc Geowrite Word Pro9.95 


COMMODORE CASSETTES 


COMPILATIONS 

THRILLER PACK (6 GAMES) 2.99 

SPORTS PACK (6 GAMES) 2.99 

PACK OF ACES (4 GAMES) 2.99 

MAGNUM PACK (4 GAMES) 2.99 

COMPUTER CLASSICS (5 GAMES) 2.99 

SPORTS PACK (3 GAMES) 3.99 

THE HOUSE MIX (6 GAMES) 4.99 

GAMES CFIAZY - 24 EVENTS....4.99 

SPACE ACE (7 GAMES) 5.99 

GOLDEN OLDIES (20 GAMES). .2.99 

Game Over II 3.99 

Afterburner 2.99 

Sorcerer Lord 2.99 

Espionage 2.99 

Murder On The Zindernauf 2.99 

Dragon Spirit 3.99 

Southern Belle 2.99 

Super Scramble Simulator 2.99 

Jailbreak 2.99 

Bombuzal 2.99 

Navy Moves 2.99 


WHERE TO BUY: 
EITHER AT 


1 9 THE BROADWAY 
THE BOURNE 
SOUTHGATE 
LONDON 
N14 6PH 


UNIT 6 

MIDGATE 

PETERBOROUGH 

CAMBS 

PEI 1TN 


C64 DISC COMPILATIONS 


COMPUTER CLASSICS 

2.99 

Zynaps, Dynamite Dan, 
Aliens, Cauldron II, Into the 
Eagles Nest 


BEST OF ELITE VOL 2 

4.99 

Paperboy, Ghost & Goblins, 
Battleships, Bomb Jack II 


BEST OF ELITE VOL 1 

3.99 

Bomb Jack, Frank Brunos, 
Space Invasion, Airwolf 


PACK OF ACES 3.99 

International Karate, 
Boulderdash, Who Dares 
Wins II, Nexus 


HIT PACK 6 PAK 3.99 

Scooby Doo, Fighting 
Harier, 1942, Sacred 
Armour Antiriad, JetSet 
Willy II, Split Personalities, 
Duet. 


COMPUTER HITS II 4.99 

Super Pipeline 2, Mutant 
Monty, Henry House, 
Gribbley Day Out, Snooker, 
Mamma Llama, Raskal, 
Aqua Racer, Frenzy, 
Circus. 


KICK BUT-SLAM 2.99 

Bop n Wrestle, Rambo, 
Fist, Uchi Mata, Usagi, 
Yojimbo 


5 LYNTON PARADE 
CHESHUNT 
HERTS 
EN8 8LF 


FIVE STAR GAMES 3.99 

Spin Dizzy, Balalyx, Zoids, 
Equinox, Scarabeus 


FIVE STAR III 3.99 

Trap Door, Uridium, 
Exploding Fist, Tau Ceti, 
Firelord, StrikeForce 
Harrier, Aliens 


6 PACK VOL 2 3.99 

Into the Eagles Nest, Batty 
Ace, Shockway Rider, 
InternationalKarate, Light 
Force. 


KARATE ACE 4.99 

The Way of Exploding Fist, 
Bruce Lee, Kung Fu 
Master, Avenger, Samuari 
Trilogy, Uchi Mata, Way of 
the Tiger. 


FISTS & THROTTLES 

4.99 

Ikari Warriors, Thundercats, 
Buggy Boy, Dragons Lair, 
EnduroRacer. 


10 COMPUTER HITS VOL III 4.99 

Attack Mutant Camels, 
Basildon Bond, Geoff Capes, 
Elidon, BlaggerGoes to 
Hollywood, Cauldron, 3D 
Lunar Attack, Crazy 
Comets, Dynamite Dan, 
Herberts Dummy Run 


MAIL ORDER TO: 

5 LYNTON PARADE 
CHESHUNT 
HERTS 
EN8 8LF 

Tel: 0992 640050 


POSTAGE AND PACKING: 1 -3 ITEMS 75P, 4 OR MORE £1 .00 
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as the level starts jump up onto 
the lower left platform and jump 
up firing a rainbow at heli-face 
as he draws near. Drop down 
and run across to the other 
side of the screen and jump up 
to the right lower platform to 
escape his clutches (you can 
get a few hits in on him as you 
run but it’s best that you do a 
small leap before firing as a 
rainbow on the ground can 


pose problems until it crumbles 
away). When the helicopter 
reaches the edge of the screen 
it then moves down to the 
horizontal position where you 
were when it reached the edge, 
so it’s wise to jump up as the 
helicopter nears the wall. (Keep 
running to the right platform to 
hide if you don’t kill him in the 
first few seconds). 


TURRICAN 

(Rainbow Arts) 

And here’s me saying in the 
review a few issues back that 
I’d be waiting months for 
complete maps!! Simon 
Blencowe of Banbury, Oxon 
is the ZZAP! Hero of the 
Month with these extremely 
detailed maps; this is one 
BIG game! Inevitably, these 
maps are going to be spread 
over a good few issues so 
we’ll have the first few maps 
this issue along with tips and 
follow it up with listings, the 
cheat modes and more in 
future issues. Thanks also to 
Robert Johnson, M Hewett, 
Alastair Heath for his great 
maps of the first few levels, 
Andrew J McNaughton also 
and finally a great big thank 
you (I think) to Steve of West 
Kirby, Wirral for his 
wonderfully detailed, totally 
comprehensive, 'massive’ 
map of the game 
(reproduced here in all its 
glory). 

ie==z====7i 



Turrican: The Alternative 
Map! 

‘Mapped’ out by Steve Kenyon 
(C) 1990 

TURRICANNY TIPS 

it Hidden around each level 
are a number of Invisible stone 
blocks which can be revealed 
by laser fire Qr by sweeping the 
lightning flash around the 
screen (the longer the beam, 
the better your chances of 
revealing one). They are well 
worth going for as they give out 
power ups and even a few 
extra lives if you’re lucky. It’s 
harder to spot blocks on the 
first levels as they’re all open 
levels; as you descend into the 
more difficult complexes it 
becomes easier as the rooms 
are small and enclosed. 


it On the harder levels you can 
make gun emplacements 
disappear by walking away so 
they scroll off screen, walk far 
enough and then back and 
they should have gone! 

the most effective weapon 
(other than the Number One 
Weapon — the Lightning Blast) 
is a grenade: providing it hits 
something it can do a LOT of 
damage and have a wide area 
effect as well (miss and you 
could be in trouble given that 
you get so few to start with). 
The mines are better used to 
get rid of barriers or aliens 
which can’t get to you but 
up the power ups. Go right and 
past the up/down spikes, leap 
on the blocks and reveal the 
power block, jump up onto the 
lift. The lift will take you into a 
chamber high up where six 1- 
UPs await (you’ll need to 
collect three on one side before 
collecting the three on the other 
side). Once collected, fall down 
pushing right to land on a block 
before you hit the spikes below. 
Move right, timing your 
movement past the up/down 
spikes. To get past the falling 
debris just do a large jump 
across, you can’t stop the flow 
of debris but you can rack up 
the points by lightning-blasting 
it as it falls. Once past go down 
and to the far right to get the 
hidden power-ups. Jump up 
and go through into the open 
chamber and use the 
gyroscope to get past the four 
blocks (if you shoot them they 
start moving and draining your 
energy at fast speed so 
DON’T!). Once past, nip 
through the up/down spikes 
and run over to reveal the 
World 2 Pincer Alien. You can 
either stand on the right-hand 
side of the ledge near the 
entrance and use everything on 
the Pincer Alien or you can 
gyroscope past it and hit it from 
behind (the latter is 
recommended as the Pincer 
Alien takes a lot of hits and 
doesn’t stop moving forward 
until it’s crushed you). Use the 
combination of grenades and 
energy lines first and then 
finish it off with the lightning 
blast. Now go to World 3! 


TURRICAN C64 CHEAT 

Mohammed Akhlaq from 
Acocks Green, Birmingham, 
Martin Nadin and Steve 
Kenyon of West Kirby, Wirral 
(sorry Mohammad and Steve 
if I spelt your surnames 
wrong) are here to make 
things a lot easier with this 
nifty cheat for Turrican on 
the C64 (although it’s 
recommended that you have 
three hands to get this one to 
work!!!). 

When you start the game or 
any level, press the Pause key 
(CONTROL or CRTL) and keep 
the pause held down. Now 
press the fire button and keep 
this held down as well. With 
both pause and fire held down 
you can use any spare hand 
(or a friend!) to control the 
joystick and send Turrican 
roaming around the level with 
no aliens to bother him. This 
gives you the chance to 
explore the levels and pick up 
the masses of 1-UP extra lives 
lying around. Unfortunately, 
you can’t fire or use any 
weapons while in no-aliens 
mode (necessary to get past 
any shootabie block barriers), 
you won’t be able to pick up 
the lower ledge and leap onto 
the small ledges above the 
spikes, scale the cliff face using 
the platforms and leap off onto 
the left hand side platform. Run 
along this to the end (taking on 
the massive laser bolt-spitting 
robot if you want — otherwise 
use the Pause/Fire Button 
/Joystick cheat). There’s two 1- 
UPs to pick up here but to 
collect the lower 1-UP you will 
have to fall down the start 
again after picking it up, the 
choice is yours. Pick up the 
second, higher up 1-UP and 
then leap on the ledges 
progressing up to the right and 
then up left to the three 1-UPs. 
Now go back down and pick up 
the 1 -UP on the far edge of tiny 
platforms. Leap off the edge 
and run right to the cliff face 
ledges, pick up the 1-UP and 
then head right and down (the 
three 1-UPs in the top right 
corner are tricky to get as you 
need to turn into a gyroscope 
to pick them up). Reveal the 
'hidden block and pick up the 
power-ups before falling down 
to the tower where there’s a 
very small grey block to the 
right of the tower. Lightning 
blast it until it explodes: a 
platform then rises, jump on it 
and you’re taken into the first 
level of world 2!! Yaaay! 

Level 1-1 

Walk left and climb the cliff to 


collect the hidden 1-UP and 
reveal the hidden power boost 
block nearby. There’s nothing 
in the bottom-left cavern. Run 
to the right, past the crashing 
boulders and leap the 
waterfalls (follow the arrow to 
sneakily avoid the last 
waterfall). Leap up to the rocket 
and climb up the platforms on 
the inside and reveal the 
hidden block on top. Now run 
to the left and, at the last 
second, leap off the edge and 
keep pushing left (fingers 
crossed you should land on the 
small ledge leading up to four 
extra lives, if not then leap back 
over the waterfall, climb the 
rocket and try again). To finish 
the level, climb to the top of the 
rocket and leap off the right- 
hand side, pushing right all the 
way until you hit the ground. 
Now kill the robot and exit the 
level. 

Level 1-2 

Reveal the hidden stone block, 
then kill the fist and go up onto 
the metal towers. Use the 
lightning to reveal each stone 
block but DON’T blast them for 
the power-ups (you need the 
blocks as stepping stones 
leading to seven extra lives!). 
From the top you can either 
drop down to get the two extra 
lives (one in the cave, one 
carried by an alien just in front 
of the waterfall) or you can hop 
from ledge to ledge high above 
the waterfalls and jump off to 
land on one of the platforms on 
the cliff face (take care as you 
can easily you slip off a ledge 
and fall into a waterfall). From 
the top of the cliff go right and 
down through the maze of 
ledges and pick up the three 
extra lives in the left-side 
cavern if you want. Avoid the 
spikes at the bottom of the 
level and head to the right to 
the exit. 

Level 1-3 

A large level with a lot of 
ledges so practise your jumps 
here. Leap the waterfall and 
move right along the top ledge 
over the spikes far below 
(there’s a 1-UP down there for 
any brave player). Run across 
trigger point 1-UPs, you can t 
use the gyroscope, time still 
runs out as normal and you 
won’t be able to take on the 
end-level guardians until you 
switch off no-aliens mode. Most 
of the end-guardians bar 
further progress until killed so 
you’ll need to tackle them to 
complete the game. To exit the 
mode just release the pause 
and press fire to continue as 
normal (watch out though, if 
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FLOOD (Bullfrog/Electronic Arts) 

_ * 


01 

02 

03 

04 

05 

06 

07 

08 

09 

10 
11 
12 

13 

14 

15 

16 

17 

18 

19 

20 
21 
22 

23 

24 

25 

26 

27 

28 

29 

30 

31 

32 

33 

34 

35 

36 

37 

38 

39 

40 

41 

42 


password 


frog 

year 

QUIF 

LONG 

WORD 

FRED 

WINE 

GRIP 

TRAP 

THUD 

FRAK 

VINE 

JUMP 

NILL 

FOUR 

GRIT 

ZING 

JING 

LIDO 

POOL 

HATE 

REED 

LIME 

QUID 

WING 

FLEE 

GIGA 

HEAD 

LOOP 

SING 

JOUX 

PINK 

GOGO 

LETS 

QUAD 

BRIL 

EGGS 

HENS 

NAIL 

SOAP 

FOAM 

MEEK 



In Issue 62 Edward Nevens 
revealed the solution to 
Rainbird’s (not Activision’s 
as I put) much delayed Weird 
Dreams , unfortunately, it 
seems Ed missed out on just 
one thing, namely how to 
complete the final screen 
after the House. To the 
rescue comes James Jack of 
Grypskerki (wherever that is). 
Take it away JJ. 

After the chicken monster in 


level 8 there’s a clock. Walk to 
it and press UP. The clock will 
open and you’ll get a green 
sphere (like in levels 2 and 6). 
Now go through the right exit 
and you’ll enter. 


Level 9 — The Brain 

This one’s easiest of all. All you 
have to do is hit all three balls 
and the brain will eat them. Et 
voila mon ami, you’ve 
completed the game!!!! 


IMPOSSAMOLE 

(Gremlin Graphics) 


\ : 


A moley tip from Robert 
s P e ight of Neath, e ^ 

JSnof Gremlin’s fourth 
mole game. 


Get a high score and enter 


when you 9 et _ a J 0 f the 
enter your name as one o 

SeINZ 9 '- For three weapon 

K-Foralowene,„ 

'lumbJAK - Fo, do*le length 
energy 



A quick Amiga cheat here 
courtesy of Dutchman Wim 
van Hoek. 

Start Klax as normal and select 


the first wave. Press CAPS 
LOCK at any time during the 
game and depress SPACE. 
While holding Space down 
press 3 (to skip a level) or 4 (to 
start on level 100, the last 
level)! 
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COLORADO 

(Palace/Silmaril) 

The tale of Wild West gold- 
grabbing on the Amiga 
continues with Mr Raccoon 
Hat paddling down the river 
to arrive at the second part 
of the Colorado tips. 

THE BIG BEAR FOREST 

Take a right turn twice to fight 
the bear. 

Method 1: 1 dynamite + 1 
bullet. 

Method 2: 1 complete powder 
charger. 

Method 3 (Better): It is better to 
fight him using the knife (it is 
quicker), advancing and 
retreating when the bear lifts 
his paw, you can also try the 
crouching position. 

Go right for 2 passages, take 
the passage at the back to 
Save. Come back and take the 
second passage (in front of the 
tree on the right). Cross the 
field of rabbits. 

To combat a wolf: the best 
thing is to touch it immediately 
with a low blow using the axe, 
otherwise you will have to go 
back a place in order to let the 
wolf pass in front of you so you 
can give it a low blow with the 
axe. You can simply avoid it by 
not moving in a straight line. 
Continue right, pick up the 
nugget if the icon is free (you 
can pick up an icon by drinking 
the potion). 

THE GANG DOWN THE MINE 

Throw the dynamite into the 
pile of rocks. Reload the gun 
then shoot the miner. Select 
the knife or axe and strike at 
the miner who will run away — 
continue moving to the right. In 
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the blind alley; kill the miner. 
Huck will get up. Follow Huck 
through the mine where a 
passage will open up. Note: If 
there is a free icon, you can 
pick up a nugget in the room to 
the right of the secret passage 

ro ° m . 

Take the secret passage — 
the 1st fork: take the one at the 
back — be careful of the jump 

— the 2nd fork: take the door 
at the bottom — reload the 
gun, shoot and finish the miner 
off — the 2nd fork: door at the 
back — reload the gun — on 
entering the room, take a few 
steps and shelter in the recess 

— make the Old Timer shoot 
then use the gun in the low 
position — take then read the 
parchment (you can put it down 
again afterwards). Right — 
Throw the dynamite into the 
pile of rocks — go to the foot of 
the peak where you can Save. 
Return to the first fork: take the 
lower door — kill the miner with 
the gun, knife or axe — Next 
room: advance gradually, when 
you hear the waggon, take a 
diagonal step backwards into 
the recess — Pick up the 
nugget if the icon is available 

— Right — Kill the miner — 
Right — Head of the miners: if 
you still have some dynamite 
use it to kill the boss miner 
(releasing one icon) otherwise 
use the gun and knife or axe 
Pick up the large nugget 
Return to the forest — Return 
to the canoe. 

And that’s your lot for this 
very issue. Can you face the 
Cheyennes single handed, can 
you handle the terror in the 
woods and what’s in 
Powhatan’s Cave? Find out 
real soon. 

■. :• .. : ■ ■ 




— 


:• . :• 

• ' ; 




ZZAP! SEPTEMBER 1990 


63 


IS® 


"i 






n& /N a rote 


PLAYER MANAGE 


(Anco) 


I’m not that much of a football 
freak but Dino Dini’s 
masterpiece has kept the 
entire ZZAP! team busy for the 
last few weeks. I haven’t had 
much success with my 
Swansea City team, but Footy 
Phil’s already managed to win 
the first division and the cup, 
although not yet in the same 
year. Still, he reckons he 
knows a bit about the game 
and volunteered to do some 
tips. I must also thank Anco’s 
Anil Gupta who helped with 
technical details. 


All good teams are based around 
a good, solid defence. Try and 
buy at least four good defenders 
rather than one mega-brilliant 
player — one man alone does 
not a defence make! However, if 
you do have a superstar* 
defender, he’ll probably be most 
effective in a central defensive 
position. 


If you have a fairly slow defender 
with good tackling skills (usually 
a veteran), the best position for 
him is sweeper — where he 
doesn’t have to run so far. 


Make a list of all your players and 
their details on a piece of paper 
(a high-tech tip, this one) — it 
makes it so much easier to^ 
compare their abilities. 


Agility is by far the most 
important physical attribute. It 
moderates all other abilities and 
determines the whole way a 
player reads the game. 


Pace is also an important 
attribute — it’s no good a player 
having the skills of Maradona if 
he can never get to the ball! 


If you have very fast players then 
adjust your tactics so they run 
further, making more use of their 
pace. Fast defenders are 
probably best suited to wide 
fullback positions while speedy 
midfielders can do wonders on 
the wings. 


Morale can have a massive 
detrimental effect on a player’s 
performance. If a player is 
unhappy it may either be 
because he’s not getting a place 
in the team — in which case let 
him play a match or two — or 
because of personal problems, ie 
acting the prima donna. A good 
way to deal with the latter is to 
put him on the transfer list, then 
cancel the transfer a couple of 
weeks later: the chances are he’ll 
have sorted out his problems in 
the meantime! 


Players with low stamina aren’t 
useless — they can still make 
good substitutes, as can utility 
players (those with good all- 
round skills) who can play in 
various positions. 


Always have at least one hard 
tackling, aggressive midfielder to 
help win possession from the 
opposition. 


At. the beginning of a new 
season, carefully study each 
player’s ratings and compare 
them to the previous year’s 
(which you wrote down!) to spot 
trends. Players reach their peak 
at 28, while at 31 their physical 
attributes tend to decrease 
dramatically — especially 
stamina — although often their 
skill levels will increase slightly. 
Older players may still be useful 
in a different position, eg a 
forward moving to midfield. 


If you’re playing a standard 5-3-2 
formation, put your weakest 
defender at number 4 — then If 
you switch to just four defenders, 
number 4 will move into midfield 
where he can be substituted by a 
midfielder. Of course, this can 
work in reverse: in standard four- 
defender formations put your 
weakest midfielder at number 4. 


In league fixtures before an 
important cup match it may be 
best to keep some of your star 
players on the bench — I’ll never 
forget how Cardiff ruined my 
chances in the following cup 
semi-final by nobbling my best 
players! Apart from pleasing the 
board a good cup run can really 
rake in the cash (£600K for 
winning the final alone). 


Af start of game the player 
manager has a huge influence 
over the overall skill levels of the 
team, but when you get 
promoted, this starts to wane. 
The answer is to buy loads of 
young players when in division 
three. As their skills can improve 
dramatically, some of them wilt 
develop into star players. When, 
searching for good young players 
look for high physical ability 
ratings: their ball skills will 
improve with age. 

Life in division one is tough, but 
it’s even tougher when you’re in 
the top half as the computer 
introduces nine new tactics to 
confuse you. In addition, players 
are likely to have massive 
misfortunes such as getting 
arrested or breaking a leg. Watch 
out! 



(Activision) 


A good few issues ago I 
printed some tips on fiying 
the Fighter Bomber fighter 
bombers, now I’ve finally got 
round to finishing them off 
with a correction to the 
BUCKAROO cheat on the 
Amiga version, a list of 
previously unrevealed keys 
for the C64 version, a real 
handy C64 cheat and how to 
refuel in quite a few easy 
steps!! 

If you STILL haven’t got a 
debugged version of the 
game off Activision then I 
suggest you do it NOW as 
you can’t complete the game 
without one! 


C64 FIGHTER BOMBER 
QUICK AND EASY CHEAT 


David J Hughes of Stoke on 
Trent has spotted a nifty 
cheat to reduce the game’s 
lastability to a few minutes (it 
needs it!). 


Use the KYLIE cheat to select 
any mission. Choose the 
OFFENSIVE Missions and 
select BROKEN ARROW. 
Once the game has loaded and 
you’re in your plane sitting on 
the runway, QUIT (CRTL and 
Q) and return to the briefing 
menu and then EXIT. Now 
select REFLY MISSION and 
the Cup Screen should load in. 
Dead Easy!!!! 


Another way to complete the 
C64 game was found by 
James Mayes. If you want to 
complete a mission without 
being attacked do the 
following. Take off and fly 
straight and once in steady 
flight press each of the keys 
in turn EXCEPT the ones 
stated on the reference card 
and the ones revealed with 
these tips. Once this is done 
you’ll notice that the aircraft 
handles better and that the 
camera angle shots are 
faster. Now EJECT (CRTL 
and E) and go to the mission 
report screen. It should then 
say ‘Mission Complete’ even 
though you didn’t destroy 
anything. Now choose either 
REFLY MISSION or NEW 
MISSION, allow the tape to 
continue and you’ll see the 
end screen! Hurrah!! 


Here are some extra keys in 
C64 Fighter Bomber found out 
by Ben Willis from down at the 
tip of Britain, namely Saitash 


in Cornwall. Yep, the Bomber 
manual sure is rubbish if it 
forgets to mention these rather 
important keys! 


RUN-STOP — Pause/Unpause 
?/ — Rear View 
(: — Left View 
); — Right View 
CRTL and E — Eject 


R — Radar Scale 
CRTL and Q — Quit 


Thanks go to Russ Johnson 
who works for Gordon 
Harwood computers in 
Derbyshire for bringing to my 
attention the fact that Vektor 
Grafix have quietly changed 
the Amiga cheat. 

The BUCKAROO cheat revealed 
last month does work with the 
bugged version but not the 
debugged version. Now instead 
of typing BUCKAROO (when 
you’re asked to enter your pilot’s 
name at the start) just type in 
448944895554 and you are 
rewarded with the words Cheat 
Mode On. Like the previous 
cheat you can now access any of 
the missions from the start. I 
forgot to mention it last time but 
during the flight if you press D it 
advances you to the next 
waypoint along. Very handy 
indeed. 


FILL ‘ER UP WITH UNLEADED 
MATE! 


Use the Refuelling start-point 
option to get the hang of what 
can be a very frustrating 
procedure particularly when the 
manual doesn’t bother to 
describe it. 

For the vast majority of the 
missions the flying fuel pump is 
at the set height of 30,000 feet 
maintaining a ‘racetrack’ circuit of 
5 miles of so. Approach to 12 
miles away and bring power 
down to 70% or so. Line up the 
Tanker in the centre of the HUD 
and bring the plane in to the 3 or 
4 mile mark. You’ll almost 
certainly be out of alignment with 
the tanker and it’ll fly past to one 
side. As it starts to slip past, turn 
with it to keep it central and then 
approach at the 250 kt mark. 
Centre the HUD just a tad to the 
right of the tanker’s fuselage and 
keep to 30,000 feet. Slow down 
to 200 kts or so for the final 
contact (the probe’s ‘collision 
detection’ is pretty generous, just 
worry about your height). 

Now get your flight suit and 
‘bone-dome’ on, we’re going 
bombing!! 
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SOFT OPTIONS 
6 HOPE STREET 
HANLEY 
STOKE ON TRENT 

ST1 5BS 
TEL: 0782 204269. 


SALE 


C64 SPECIALS 

WIERD DREAMS 3.99 

RICK DANGEROUS 3.99 

MR HELI 3.99 

ALTERED BEAST 3.99 

TUSKER 3.99 

POWERDRIFT 3.99 

RAINBOW ISLANDS 5.99 

CHASE HQ 4.99 

OP THUNDERBOLT 4.99 

NINJA SPIRIT 4.99 

DYNAMITE DUX 3.99 

NEW ZEALAND 

STORY 4.99 

SALAMANDER 2.99 

BATMAN THE 

MOVIE 4.99 

FUN SCHOOL 2 

UN 6 5 99 

FUN SCHOOL 2 6-8 ......” ."5.99 

FUN SCHOOL 2 

OVER 8 5.99 

PRESIDENT IS 

MISSING .............3.99 

THE BIG SLEEZE 2.99 

TERRYS BIG 

ADVENTURE 2.99 

TRIVIAL PURSUIT 2 4.99 

POLAR PIERRE 1.99 

ADIDAS FOOTBALL 5.99 

PASSING SHOT 2.99 

HEARTLAND 1.99 


SALE 


SALE 


SALE 


SALE 


SALE 


VENDETTA 6.99 

MANCHESTER UNITED. .6.75 

X OUT 6.99 

SLY SPY 6.99 

KLAX 6.99 

HAMMER FIST 6.99 

DAN DARE 3 6.99 

NINJA WARRIORS.. 6.99 

KICK OFF 2 6.99 

CHASE HQ 6.99 

GHOULS N GHOSTS 6.99 

SHADOW WARRIOR 6 .99 

IMPOSSAMOLE 6.99 

MICROPROSE SOCCER .9.99 

CLOUD KINGDOMS 6.99 

TURRICAN 6.99 

PLAYER MANAGER 6.99 

ITALY 1990 

(VIRGIN/MAS) 6.99 

TURBO OUTRUN 6.99 

FI 6 PILOT 9.99 

BOBS FULL HOUSE 3.99 

DARK FUSION 1.99 

BETTER DEAD THAN 

ALIEN 2.99 

RED HEAT 2.99 

BEDLAM 99p 

NEBULUS 1.99 

SHAO LINS RD 2.99 

WEC LE MANS 3.99 


C64 SPECIALS 
CLASSIC RANGE 

GHOSTS & GOBLINS 2.99 

STREET FIGHTER 2.99 

STAR GLIDER 2.99 

GAUNTLET 2 2.99 

BUGGY BOY 2.99 

BARBARIAN 2.99 

W.CLASS. 

LEADERBOARD 2.99 

SPITFIRE 40 2.99 

RENEGADE 2.99 

PREDATOR 2.99 

TOP GUN 2.99 

RAMPAGE 2.99 

PLATOON 2.99 

WONDERBOY 2.99 

SUPER SPRINT 2.99 

SUPER HANG ON 2.99 

IKARI WARRIORS 2.99 

IK+ 2.99 

GREEN BERET 2.99 

PASSING SHOT 2.99 

AFTERBURNER 2.99 

LEADERBOARD 2.99 

QUARTET.... 2.99 

ROLLING THUNDER 2.99 

ADV. TAC.FIGHTER 2.99 

BIONIC COMMANDO 2.99 

QUEDEX 2.99 

RIM RUNNER 1.99 


C64 SPECIALS 

BALLISTIX 3.75 

BMX TRIALS 1.99 

CALIFORNIA GAMES ....2.99 

CIRCUS GAMES 3.99 

CRAZY CARS 2.99 



HEAD OVER HEELS 2.99 

MINI GOLF , 2.99 

NAVY MOVES 2.99 

NIGHT RAIDER 2.99 

OLLIE & LISA 1.99 

RUN THE GAUNTLET ....3.99 

SHOGUN 1.99 

THE UNTOUCHABLES ...3.99 

RENEGADE 3 3.99 

MIDNIGHT RESISTANCE 6.99 

3-D TENNIS 6.99 

BLOOD MONEY 6.99 

FLIMBO'S QUEST 6.99 


C64 SPECIALS THE BIZ 

CASTLE MASTER 6.99 R ' TYPE > BATMAN, 

FERRARI FORMULA DOUBLE DRAGON, 

0NE 6.99 OPERATION WOLF 

wkmced 2 . 99 0UR PRICE 7 - 99 

WINTER OLYMPIAD 88..2.99 

TRACKER 1.99 MEGA MIX 

"!■ 1 99 OPERATION WOLF, 

SUPER SPORTS 2.99 nR , rniJ Mlll .. 

THUNDERBLADE 3.99 DRAG0N NINJ A. 

D.T’S SUPERTEST 2.99 BEAL GHOSTBUSTERS, 

SLAPFIGHT 2.99 BARBARIAN 2 

SANXION 2.99 ONLY 7 99 

RETURN OF THE JEDI ...3.99 
REAL GHOSTBUSTERS. .3.99 
OP WOLF 3.99 100% DYNAMITE 

ANNULS OF ROME 3.99 DOUBLt^iAGON 

PEGASUS BRIDGE 3.99 , “ ”S. ’ 

THUNDERBIRDS 3.99 LA Sr#5jA4£, 

ACTION SERVICE 1.99 

SUPER CUP FOOTBALL .1 .99 WEC LE :; 

NAVY MOVES 2.99 QNLY 7 99 

STUNT CAR RACER 6.99 UWLT 

THE UNTOUCHABLES ...4.99 

THE INHERITANCE 2.99 IN CROWD 

TIME MACHINE 6.99 ka RNO v, GRYZOR, 



cai e time .. COMBAT SCHOOL, 

SALE TIME AT SOFT OPTIONS - CAN YOU AFFORD TO MISS THESE . ALL PLATOON, BARBARIAN, 

ORDERS SENT 1ST CLASS POST, P+P UNDER £5 LAST NINJA, TARGET 

IN STOCK ITEMS DESPATCHED BY RETUfi" ACCESS ^VISA ORDERS PLEASEADD 50 p EXTRA. SteS# PREDAT ° R 


SALE 


SALE 


C64 CASS COMPILATIONS 


SUPREME 

CHALLENGE. 

FOOTBALL MANAGER, 
HANDBALL MARADONA, 
WORLD CHAMPIONS, 
PETER BEARDSLEYS 
SOCCER SUPREMEO 
ALL 5 GAMES 5.99 

SPECIAL ACTION 

DRILLER, CAPTAIN BLOOD, 
THE VINDICATOR, S.D.I, 
D.T’S OLYMPIC 
CHALLENGE. 

ONLY 5.99 

GAME SET & MATCH 2 

SUPERBOWL, 

WINTER OLYMPIAD 88, 
BASKETMASTER, 

IAN BOTHAMS TEST 
MATCH, SUPER HANG ON, 
MATCHDAY 2, 

NICK FALDO’S OPEN, 
CHAMPIONSHIP SPRINT, 
TRACK & FIELD, 

STEVE DAVIS SNOOKER. 
ONLY 7.99 


SALE 


SALE 


SALE 


SALE 


WICKED GIANT 
GAMES 

PACK CONTAINS 50 GREAT 
ARCADE ACTION GAMES, 
TOO MANY TO LIST, 
EXCELLENT VALUE. 

8.50 

GO CRAZY 

DESOLATOR, SIDE ARMS, 
BEDLAM, BAD CAT, 

JINKS, SHACKLED 
ONLY 3.99 

COMPUTER 
CLASSICS 
ZYNAPS, DYNAMITE DAN, 
ALIENS, EAGLES NEST, 
CAULDRON 2. ONLY 3.99 

COIN-OP 

CONNECTION 

BREAKTHROUGH, 

EXPRESS RAIDER, METRO 
CROSS, CRYSTAL 
CASTLES 
ONLY 2.99 

FLIMBOS QUEST 6.99 

BLOOD MONEY 6.99 


C 64 disks | Please send me the following titles 72 . 0 ,1 


3 STOOGES ....2.99 , 

JET 4.99 1 

DARK SIDE 2.99| 

LAST NINJA ...2.99 1 
SUPER HANG 

ON 2.99 

BANGKOK 

NIGHTS 2.99 1 

KNIGHTMARE 2.99 1 
FOOTBALL 
MANAGER 2 ...3.99 ! 
MATCHDAY 2..3.99 ■ 

RAMBO 3 3.991 

OPERATION 


I Title 


■■■■■■■■■■ aaaa 3a99 


i 


CABAL 3.99. 

RUN THE 

GUANTLET 3.991 

ZORK 1 4.99 j 


ZORK 2 4.99 

ZORK 3 4.99 


I 

I 

I 


LIMITED 
QUANTITIES BE 
QUICK! 


Cass or Disk 


P&P (if applicable) 
Total Amount 


Amount 


Name.... 

Address, 


I 

J Telephone No, 

I 
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THE SOUND OF MUSIC 

The following are samples which can be used with the brilliant 
Jon Barry music sampler from the May ‘89 issue and all were 
found by music maniac Stuart Jehan. May ‘89 is quite some 
time ago so just for you I’ll repeat the Jon Barry listing and at 
the same time ask you lot to hack away at any games with 
samples and send them in, the more the merrier! Let’s make it 
a Mega-Sound of Music special! 

*** MAC: Back to normal *** 

JON BARRY SAMPLE PLAYER 

Instructions 

This sample player allows you to play samples from most games in 
any order and at any sample speed. 

1 . First load up the game you want (le Grand Prix Circuit) and 
reset the game with a reset switch once it’s loaded up at the 
indicated point. 

2. Type in the SAMPLE REPLAY program (Listing 1), Save it to 
tape or disk and RUN it. 

3. Once this is done, type in the BEATBOX program (Listing 2) and 
Save it to tape. 

4. Now line 100 is the DATA line where you put the data for the 
samples that you want to play and this is the structure: 

L,H (from the following sample tables), speed of sample (1 is 
fastest, 255 is slowest, 20 normal). 

If you want the sequence to carry on ad infinitum , then put the - 
1 ,0,0 at the end of the data on line 1 00. 

Eg If you want to replay the ‘Hit the gas’ sample from the Turbo 
Out Run (Part Two) sample list at its slowest speed and you want it 
to repeat forever then make line 1 00 the following: 

100 DATA 020,032,255,-1,0,0 

5. Now RUN the BEATBOX program and bop to all those samples! 

SAMPLE REPLAY (Listing 1) 

1 REM ZZAP! SAMPLE REPLAY USTING 

2 REM BY JON BARRY (C) 1990 

3 : 

5 FOR T=4096 TO 4145: READ A: POKE T,A: NEXT 

6 POKE 56,16: NEW 

10 DATA 120,169,53,133,1,160,0,177,251 
20 DATA 41,15,141 ,24,212,166,254,202 
30 DATA 208,253,177,251,74,74,74,74 
40 DATA 141,24,212,166,254,202,208,253 
50 DATA 200,208,227,230,252,165,252 
60 DATA 197,253,208,219,169,55 
70 DATA 133,1,88,96 


mm 


BEATBOX (Listing 2) 

1 REM ZZAP! BEATBOX LISTING 

2 REM BY JON BARRY (C) 1990 

3 : 

10 RESTORE 

20 READ L,H,D: IF L((less than))0 THEN 10 
30 POKE 251,0: POKE 252, L 
40 POKE 253, H: POKE 254, D 
50 SYS 4096 

60 GET A$: IF A$=“” THEN 20 
100 DATA 
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Well, now that you’ve got the listings here’s the data for //<+, 
Grand Prix Circuit and the best of the. best Turbo Out Run. 


GRAND PRIX CIRCUIT (Accolade/Electronic 

Arts) 

Reset on the title screen and run both Jon Barry Sampler 
programs. Here are more numbers for the Data lines. 


SAMPLE 

DRUM 
GUITAR 
Speed = 40 


140 

147 

NORM 


H 

146 

152 
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OK, time for about the best samples in the universe you can 
extract! 

TURBO OUT RUN (US Gold) 

(PART 1) 


. 

: 'ip|s 




1111 
v i 


(These work on disk, I don’t know about the cassette version!) 
Reset on the title screen (the one with picture and ‘HIT FIRE’ 
underneath) and run both programs by Jon Barry to enter the 
following numbers in the Data lines. 


SAMPLE 

‘Hit me!’ 

‘Yeah!’ 

GUITAR 

SCRATCH 

‘One!’ 

‘Two!’ 

‘Three’ 

‘Hit it!’ 

‘Out Run’ 


L 

051 

056 

061 

085 

088 

092 

096 

100 

104 


H 

056 

061 

078 

090 

092 

096 

100 

104 

111 
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Speed = 20— NORM 

TURBO OUT RUN 
(PART 2) 
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Reset (using a reset switch again) on the title screen two (the one 
with the bouncy writing) and follow the instructions for title screen 
one above. 

: ip 


SAMPLE L 

‘Hit the gas!’ 020 

‘Hit it’ (1) 032 

DRUM 1 036 

DRUM 2 050 

‘Hit it’ (2) 061 

SCRATCH ‘ONE’ 065 

069 
074 
077 
084 
NORM 


‘TWO!’ 

■TUDCD 

I nncc 

‘COME ON’ 
‘YEAH’ 
Speed « 20 


H 

032 

036 

049 

061 

065 

069 

073 

077 

083 

088 


111 
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IK+ (System 3) 


Reset the game (with a reset switch) when loaded and run both 
Jon Barry Sampler programs. Enter the number on Data lines 100 
+ and check out the sounds. 


SAMPLE 

Large ‘OOF!’ 
Small ‘OOF!’ 
Speed = 20 — 


L 

190 

201 

NORM 


H 

200 

205 


It’s fingers-crossed-time again as I hope for maps and tips on 
Damocles: Mercenary II, Rotox, Blood Money and everything 
else for next issue, budget maps and stuff like that would be 
rather handy. I’ve got a neat little music co-ordinator lined up 
for next issue and Ninja Spirit could well be Def Guided. For 
this month s Pig In A Poke tips, Simon Blencowe wins a 
special £50 prize for his superlative Turrican maps — 
given the sheer size of the game Simon must have been at it 
for ages (less of the innuendo Phil!). Just HOW long did you 
spend on those Simon? For those of you sending in maps try 
to use black ink/biro or dark pencil for the maps: it saves us 
having to trace over them again at 4:00 am (it has 
happened!). The address for tips, maps, pokes and the whole 
caboodle is (surprise, surprise) Pig in a Poke, Stalag ZZAP!, 

Newsfield, The Case Mills, Temeside, Ludlow, Shropshire 
SY8 1JW. H 
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PERIPHERALS & ACCESSORIES 






FLOPPY DISK DRIVES 



MONITORS 
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JOYSTICKS 



UK’s 
TO 


GUIDE ■ 

ATARI 



If you are interested in buying an Atari ST (or if you already 
own one), then you will not want to miss the FREE Atari 
ST Product Guide from Silica Shop. This 48 page, full col- 
our guide is packed with details of peripherals, ac- 
cessories, books and software for the Atari ST range of 
computers. In fact, the 1990 Atari ST Product Guide is the 
most comprehensive product handbook available for the 
Atari ST. Not only does the Product Guide provide an in- 
valuable source of information on the UK’s largest range 
of ST products, it is available absolutely FREE OF 
CHARGE! Just complete and return the coupon below for 
your FREE COPY! In addition to ALL Atari hardware, the 
range of products featured in the catalogue includes: 


■ 


Robotics Clocks Floppy Disk Drives 

Hard Disk Drives Emulators Graphic Tablets 
MIDI/Music Modems Modulators 

Monitors Mouse controllers Plotters 

Printers Scanners Scientific Equip 

Sound Digitisers Sound Samplers Video Enhancers 

ACCESSORIES: 

Cleaning Kits Disks 
Dust Covers 
Mouse Access 
Printer Paper 
Upgrades 

BOOKS: 

68000 Processor General Computing 

I HHH| - ENTERTAINMENT: 

Arcade Games Compilations Advanced Sims 
Sport Sims Adventures Board & Strategy 


Cables 
Disk Boxes 
Monitor Access 
Printer Labels 
Stands 


ST Dedicated 


Joysticks 
Power Supplies 
Printer Ribbons 


PLUS MUCH MORE! 

SEND FOR YOUR FREE PRODUCT GUIDE! 


w V 


- PRODUCTIVITY: 

Art & Graphics Accounts CAD 

Communications Databases Desktop Publishing 

Education/Childs Music Programming 

Spreadsheets Utilities Word Processors 


SOFTWARE & BOOKS 
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1 ARCADE GAMES I 



ART & GRAPHICS 



& STILL MORE! 

RETURN THE COUPON NOW! 


COMPLETE & RETURN 


THE 

COUPON FOR YOUR 

i 
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48 page PRODUCT GUIDE 

FROM SILICA SHOP • THE ATARI SPECIALISTS 

SILICA 
SHOP 


Silica are the UK’s No 1 Atari Specialists. We have been 
established for over 12 years, and have an annual turnover 
of £10 million. With our experience and expertise, we can 
claim to meet our customers requirements with an 
understanding which is second to none. But don’t just take 
our word for it. Complete and return the coupon for our latest 
free literature and begin to experience the "Silica Service’’. 




MAIL ORDER: 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DA14 4DX Tel: 081-309 HIT 

Order Lines Open: Mon-Sat 9.00am-6.00pm No Late Night Opening Fax No: 081-308 0608 


LONDON SHOP: 

Opening Hours: 


LONDON SHOP: 

Opening Hours: 


52 Tottenham Court Road, London, W1P OBA Tel: 071-580 4000 

Mon-Sat 9.30am-6.00pm Late Night: Thursday until 8pm Fax No: 071-323 4737 


Selfridges (1st Floor), Oxford Street, London, W1A 1AB Tel: 

Mon-Sat 9.30am-6.00pm Late Night: Thursday until 8pm Fax 


071-629 1234 X3914 

No: 071-495 8321 


SIDCUP SHOP: 

Opening Hours: 


1-4 The Mews, Hatherley Rd, Sidcup, Kent, DAM 4DX Tel: 081-302 8811 

Mon-Sat 9.00am-5.30pm Late Night: Friday until 7pm Fax No: 081-309 0017 


Fo: 


Silica Shop, Dept ZAP64-0990-37, 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DA14 4DX 


PLEASE SEND ME A FREE ST PRODUCT GUIDE 


Mr/Mrs/Ms: Initials: Surname: 


Address: 


Postcode: Tel: 


^Vhich computer(s), do you own? 

E&OE - Advertised prices and specifications may change - please return the coupon for th^u«5 inf^SS>n. 
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MICRODIAL 


ATARI 

520STFM DISCOVERY PACK £279.00 

520STE POWER PACK £369.00 

1040STE BUSINESS PACK £460.00 

PORTFOLIO £229.00 

LYNX £165.00 

COMMODORE 

AMIGA A500 BATMAN PACK £369.00 

A500 FLIGHT OF FANTASY PACK £369.00 

A500 CLASS OF THE 90‘S PACK £515.00 

M501 1/2 MEG UPGRADE INC CLOCK & GAME £75.00 

C64 WORLD CUP PACK £150.00 

PC STARTER PACK PLEASE PHONE 

PRINTERS 

STAR LC-10 £169.00 

STAR LC-24/1 0 £249.00 

MANNESMANN TALLY MT81 £147.00 

CITIZEN 1 20D £125 00 

SEIKOSHA SP2000 £199.00 

SOFTWARE UP TO 20% OFF RRF 

THIS IS A SMALL SELECTION OF OUR WIDE 
RANGE - PLEASE PHONE - WE WILL TRY TO 

MATCH ANY PRICE 
All prices include VAT and P&P, 

Courier Delivery add £8. 


□ 



Please make cheques , P.O.'s payable to MICRODIAL" and 
send to * 

THE OLD CAMP SHOP. WARRINGTON LANE, ADGEN 
WHARF, LYMM, WARRINGTON, WA13 OSW. 

All items are subject to availability, prices are subject to change 
without notice. All goods despatched upon cleared payment. 
Proprietors: Mike Todd and Mai Neary. E. & O. E. 

24 HOUR ORDER LINE 0925 75 7696 


SAME DAY 
SERVICE 
(CALLERS) 
C64 ONLY 



HINDLEY ELECTRONICS 

The Computer Repair Specialists 

^ZElAST ^ 

EXPERT COMPUTER REPAIRS 
COMMODORE-SINLAIR-AMSTRAD-ATARI 

STANDARD CHARGES 

fine VAT please' add £3.50 return postage - fully insured i 


NORMAL 
TURNAROUND 
24-48 HOURS 
(POSTAL) 



( 'ommodore ( '64 
Commodore Cfi4C 


Commodore 128 
Commodore +4 


('ommodore C16 
Commodore VIC 20 


Amiga 500 £40 <Exd. disc drive) 

Please send power unit with computer. 

★ SPECIAL ★ 

DF0 I)F1 change over switches fitted £15 or FREE with standard Amiga ST repairs, on request. 
1540 1541 Disc Drive £35 PRIN TERS - Please ring for details 

3 MONTHS "NO QUIBBLE" WARRANTY ON ALL REPAIRS 

* TRADE REPAIRS UNDERTAKEN + 

QUALITY 3 1 2" DISCS - Sony unbranded From 52. 5p 
Quantity discounts - ring for details. 

H I N'DLKY ELECTRONICS IT nit 1 10. 97 Market St reel . Hind ley. Wigan WN2 3AA Tel (0042 1 .">22743 
Computer repairs requiring same day service please ring before calling and add 20' <■ to standard charge Disc drive 
repairs do not include replacement of motors or heads. Standard charges do not include repairs to external items eg 
power units, tape recorders, joysticks etc. A surchage may he levied for machines that have sustained severe 

damage eg fire, flood, tamper. 


GUN FIGHTER 


USE YOUR VOICE 
TO OUTGROW THE 
CUNFICHTER 
FOR COSH PRIZES 


0898 31 35 69 


| INFODIAL POBox 36 LSI 4TN Call Charges 25P/Min Cheap 38P/Min All Other fimes| 
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STILL EUROPE’S LARGEST VIDEO GAME CENTRE 


nt 


(Nintendo) 


C SUPER 
GRAPHIX 
NOW IN 




NINTENDO 

GAMEBOY 


LYNX 

2600 iTIEGA DRIVE IN STOCK NOW 

and 
7800 


SNK NEO-GEO PAL & SCART SYSTEM 


NOW AVAILABLE ‘WHAT VIDEO GAME’ 2 HOUR VHS 
FILM SHOWING ALL POPULAR GAMES SYSTEMS 
-OVER 400 GAMES £14.95 


SPECIAL OFFERS 

MEGADRIVE COMPLETE WITH FREE 
GAME, JOYSTICKS 
SCART/PAL VERSION £229.95 
SCART VERSION £219.95 
. PC ENGINE COMPLETE WITH 2 
GAMES, 2 JOYSTICKS 
PAL VERSION £219.95 
SCART VERSION £209.95 

PC ENGINE 2 PLAYER ADAPTOR £42.95 
WITH ANY PC GAME FREE 

NOTE: We only sell fully compatable, 1 year 

guaranteed Hems 


Send for lists (state make of game) 
TELEGAMES, WIGST0N, LEICESTER, LE8 1TE (0533-880445) 



A-*** 


IF AN 

ADVERT IS WRONG, 
^ WHO PUTS IT RIGHT? 


We do. The Advertising Standards Authority ensures 
advertisements meet with the strict Code of Advertising Practice. 

So if you question an advertiser, they have to 
answer to us. 

To find out more about the ASA, please write to 
Advertising Standards Authority, 

Department X, Brook House, 

Torrington Place, London WC1E 7HN. 



ASA 


This space is donated in the interests of high standards in advertisements. 
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GAMESUNE’ 


P r t pr k fr B.Cmiss. Pf . I>i ll.Kinctwi.Warwkh.CVIS IXA. 

Calls charged at 25p per minute cheap rate and 38p per minute at all other times 


( Ask whoever pays phone bill ) 
















is increased by one. Also, the 
purely decorative picture on the 
right of the screen changes 
with a short burst of Russian 
music. 

There are five speeds which 
can be set at the start, and 
three levels with bigger more 
awkward pieces. 


Infogrames, Amiga £24.99 


T he Russian game that 
sent the West mad is 
back with a vengeance. 

For the uninitiated, Tetris 
involved manipulating falling 
coloured shapes so that when 
they landed they might form a 
line with other shapes. The 
concept of the sequel is similar, 
but it has been expanded. 

This time the play area 
consists of a square ‘weir — 
with you looking down into it. 

As before, oddly shaped pieces 
fall down one at a time. These 
can be moved around the four 
walls of the well and rotated. 

Your aim is again to form 
straight lines from one side of 
the well to another. Once a line 
is formed it disappears with a 
satisfying thunk, pieces resting 
on the line move together, and 
you get lots of points. 

If you’re slow forming lines, 
then the well will fill up with 
pieces. And if a piece doesn’t 
fall completely into the well — 
ie part of it sticks out up the 
wall — then the wall flashes red 
and no pieces can be moved 
across it until another three 
pieces have fallen. If all four 
walls turn red then it’s game 
over! 

To begin with the pieces fall 
very slowly, but after 15 pieces 
an awkwardly shaped bonus 
piece falls and then the speed 

T Uhm... Michael isn’t going to be able to complete any lines with this piece 


never bought Tetris 
Poland so was never 
W\ ^JSft hooked. As for 
^gjgjgJ/^Welltris it definitely 
lacks instant graphic 
impact. The decorative pictures 
on the right are nice, but not 
much more than that and the 
thankfully brief Russian tunes 
require a bottle of vodka to be 
enjoyed. Even the gameplay 
seems a little dull and slow as 
you begin. But after just a while 
it really starts to grip. On the 
easiest level I was playing until 


my hand got cramp! It really is 
very satisfying putting all the 
pieces together, a continually 


▲ Agh! Two walls are locked up, and this white piece is about to lock 


up another! 


I’m not sure Welltris will have quite the same impact as 
its predecessor but it’s just as addictive. The ‘three- 
dimensional’ aspect makes it even more puzzling, giving 
you many more options for the positioning of each 


shape. Despite this, with its simple rules the game is 
easy enough to get into straight away, and the lowest speed setting 
is a nice, leisurely pace. As with the'original, presentation is the 
game’s weak point with purely functional game graphics, mediocre 
pictures and irregular out-of-tune tunes. It hardly pushes the Amiga, 
but the game will surely push even the brainiest mind to the limit — 
yes, even mine! 


A C64 conversion is highly likely, but 
programming has yet to start. 






.v*»*.vw».-svscyN 


PRESENTATION 80% 

Choose from three levels and five 
speeds. Two control methods. High 
scores saved. 

GRAPHICS 65% 

Simple, but very effective game 
graphics accompanied with some 
decorative pics of the USSR. 

SOUND 55% 

Satisfying ’kerthunk’ when you 
complete a line and Russian tunelets 
when you complete a level. 

HOOKABILITY 85% 

One or two goes are all you need to 
get hooked... 

INSTABILITY 81% 

...and while the dull pros aren’t much 
of a reward for progress, high playa- 
bility means you’ll come back to this 
for years. 


etas gains another dimension to 
become even more addictive. 



/ 
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T he frontier world of 
Basymth has come 
under attack from the 
Trimorg empire and an urgent 
call for help has gone out. Time 
is short, and five freighters are 
launched with human skeleton 
crews aided by maintanence 
droids. The cargo is a wide 
range of awesome battle 
droids. All goes well until the 
fleet reports it is being scanned 
from an uncharted asteroid 
field. Minutes later a frantic 
captain sends a fearsome 
message — the ship’s crew has 
come under attack from their 
own battle droids, they can’t 
hold out for long... 

Three days later a rescue 
ship arrives. Beaming troops 
aboard the freighters is out of 
the question, the only hope is a 
prototype Influence Device. 
This remote-controlled device 
floats a metre above the 
ground, and although it carries 
a plasma gun, its principal 
defence is the ability to take 
over other droids’ brains. Your 
plan is to use this machine to 
destroy all the fleet’s droids... 

The game has an overhead 
perspective, with the ship 
decks scrolling vertically. When 
the ID is in motion, pressing 
fire sends out a plasma bolt. If 
stationary, fire activates the 
influence spark — hold down 
fire and you can move around 
with it. 

When the spark contacts 
another droid you go into the 
Transfer Game. This has a 
single screen with a Central 
Control Bar split into 14 
segments, with wires from left 
and right. You can pick which 
side to play from. The aim is to 
turn as many of the central 
segments to your colour by 
firing a limited number 
(depending on your current 
droid) of Pulsars down the 
wires. If two opposing Pulsars 
have been fired at the same 
segment, the one fired last 
wins. The exception is if a wire 
has an Auto-Pulsar — once hit 


take control of the droid. If you 
have least, your current droid 
(or if none, your ID unit) is 
blown up! 

Each deck is divided up into 
fully furnished rooms. Although 
you can see the objects in 
another room, droids are 
invisible until the door opens. 
One of the most important 


<aur 
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The Transfer Game, tough to explain but great fun to play. 


it sustains the charge so this 
always wins the segment. 

There are also Splitter wires 
(divide to hit two segments), 
Terminators (dead-ends), 
Colour-Switchers (turn 
segment the wrong colour), 
and Joiners (two wires going to 
a single segment and requiring 
two Pulsars to work). At the 
end of the time limit if there’s 
an equal number of Segments 
per side the game is repeated. 

If you have most Segments you 


the other droids below it in 
power. There are 14 droids, 
ranging from the sluggish 
vacuum cleaner to military 
robots such as dalek lookalikes 
and tanks! 

There are also Raiders, 
aliens which are sent in if you 
don’t take control of the 
freighter in time. If you succeed 
you move to the next freighter. 


items of furniture are the 
Energisers, which recharge 
power. Unfortunately controlled 
droids slowly burn out their 
maximum power potential, until 
eventually they self-destruct! 

There are also lifts, to take 
you to other decks, and 
computers. Log onto a 
computer and it’ll show you a 
deck plan, ship plan and how 
many droids remain active. If 
you control a droid it will also 
show you pictures and info 
. concerning your droid, and all 

▼ Consulting a computer brings up superb pictures of all the droids 
in the game, plus these deadly alien Raiders. 


The proof of a classic is how 
well it stands the test of time. 
Loads of things have changed 
since the release of C64 
Paradroid: then, beer were tup- 
pence a pint... But thankfully 
some things never change: in its 
new form Paradroid ‘90 is just 
as addictive as ever. The purely 
vertical scrolling was a bit of a 
surprise after the multi-direction- 
lal original, but it doesn’t affect 
play. I love the way the varied 
and intelligent robots hide 
behind doors and tables, ready 
to ambush you — the fact that 
you can’t see robots beyond 
your ID’s view creates a tense 
atmosphere, aided by subtly 
| shaded backgrounds and a 
massive variety of superb sound 
FX. The heart of the game, 

I though, is the transfer system 
which is surely one of the great- 
est (and simplest) sub-games 
ever. Beautifully presented with 
perfect playability, Paradroid 90 
is an ageless classic not to be 
missed. 


Hewson, Amiga £24.95 
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Paradroid 90 is a brilliant con- 
version, superbly capturing the 
essence of the original and play- 
ing extremely well. Once you 
get into the game you don’t real- 
ly mind the lack of horizontal 
scroll. In effect you’ve got two 
games in one with the transfer 
mode on/off toggle: the game is 
better with the transfer option as 
it allows for more tactical play. 
Five ships may not seem a lot 
but it’s difficult enough coping 
with one deck, let alone onej 
ship! 

One gripe, why not a different 
style of graphics with each new] 
level? It’s 


immensely satisfying 
to conquer a ship but I’d have 
liked a bit more of a reward than 
just a different colour scheme. 
What I do love about Paradroid 
‘90 is the humour pervading the 
game: the ability to fry robots 
using the shuttle engines is 
neat, and the computers coming 


on with a ‘whistle’ brings forth a 
smile. What cracked me up was 


when a drinks carrying servant 
robot entered the room where I 
(in the form of the ultimate 999 
robot) was, 


realised what it 
faced and just as rapidly shut 


gence; taking out one sma 
robot was like a replay of Alien! 


C64 Paradroid was a Gold Medal-winning classic. Though 
graphically simplistic it worked so well that it takes a while to get 
used to the highly detailed 16-bit graphics. The multi-directional 
scrolling is now only vertical, and the droids aren't as fast so you 
can’t go zooming around bouncing off the walls. By way of 
compensation the enemy droids are much more intelligent, reacting 
to their own detection systems and even using the energisers. 
Combat is also very much better. You can dodge behind tables — 
which powerful droids can destroy — and see individual bullets fly 
through the air. 

The Amiga version also improves lastability with the ships being 
distinctly different in layout and toughness, if not particlarly varied 
graphically. There’s also the classic Paradroid frustration of making 
a bad transfer and being destroyed after almost finishing a deck. But 
the ambition and work that has gone into this conversion are almost 
without parallel. Can anyone think of a game so thoroughly rewritten 
in being converted? The whole game has been taken apart and 
redone, and while the game concept can’t push the Amiga to its 
limits as it did on the C64, this is an example to all those people who 
do nothing more than gloss-up the graphics and sonics. 




A The second freighter, and there’s more combat droids to beat 


PRESENTATION 88% 

Transfer Game optional, option to 
restart level, excellent droid pictures 
but no scene-setting intro text. 

GRAPHICS 87% 

Only vertical scrolling, but incredibly 
detailed decks with some superb 
enemy droids. 

SOUND 84% 

Good intro soundtrack, excellent in- 
game FX. 

HOOKABILITY 92% 

Instantly addictive, especially with 
Transfer Game optional. 

LASTABILITY 90% 

Five ships provide a massive 
challenge, if not an immense amount 
of graphic variety. 


A A psychopa 
to fry you wi 
engines. 


A state-of-the-art conversion of a 
legendary C64 game. 
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Southampton 
(0703) 232777 
Fax 232679 
Poole (0202) 716226 
Fax 716160 
London (081) 597 8851 
Fax 590 8959 
Midlands 
(0926) 312155 
Fax 883432 
Bristol (0272) 693545 
Fax 693223 
Eire (061) 376744 
Fax 376470 




DIAMOND PACK 1A 


DIAMOND DIRTY DOZEN 

ALL OUR AMIGA A500 PACKS CONTAIN MACHINES 
WITH THE FOLLOWINGSTANDARD FEATURES 


51 2K RAM # Built-in Speech Synthesis 

1 Meg Disk Drive# Two Operation Manuals 

4096 Colours # Operating System Disks 

Multi Tasking # All Appropriate Connecting Cables 

Mouse 


Batman The Movie, New Zealand Story, F18 
Interceptor, Netherworld, Star Wars, Bombuzal, 
Clownomania, Saint & Greavsie, Table Tennis, 
Paperboy, Mike Reid’s Pop Quiz, Baal, Menace, 
BloodMoney, Deluxe Paint II, Microswitch 
Joystick, 10 Blank 3 1/2”Disks, Disk Library Case, 
Mouse Mat, Amiga Dust Cover, TutorialDisk, TV 
Modulator + 23 PD Programs. 




DIAMOND PACK IB 

FLIGHT OF FANTASY 


51 2K RAM • Built-in Speech Synthesis 
1 Meg Disk Drive# Two Operation Manuals 
4096 Colours • Operating Systems Disks 
Multi Tasking # All Appropriate Connecting Cables 
Mouse 



F29 Retaliator, Rainbow Islands, Escape From 
The Planet of theMonster Robot, Netherworld, 
Star Wars, Bombuzal, Clownomania, Saint & 


Greavsie, Table Tennis, Paperboy, Mike Reid’s 

lood Mo 




£399.00 

Including VAT 








, ~ „ i 







CLASS OF 
90’s PACK 

£499 


. 



} Pop Quiz, Baal, Menace, Blood Money, Deluxe 
Paint II, Microswitch Joystick, 10 Blank 3 1/2” 
Disks, Disk Library Case, Mouse Mat, Amiga 
DustCover, Tutorial Disk, TV Modulator* 23 PD 
Programs. 


£399.00 

Including VAT 


DIAMOND Z501 

★ TWO YEAR WARRANTY 
★ BATTERY BACKED 
CLOCK/CALENDAR 
* FREE UTILITIES DISK 
(RRP £49.95) 

★ ON-OFF SWITCH 
D501 + FANTAVISION + SPRITZ 
+ COMIC SETTER £79.95 


£39.95 inc vat 

£45.95 INC VAT: “IT CAME 
FROM THE DESERT” 

+ FREE DELIVERY IN EUROPE 
OR £49.95 WITH PHOTON 
PAINT 2 




Hi 




mi 





DIAMOND PACK 2 


If you thought the above 
Diamond Packs were good 
value just lookat our 
Diamond Pack 2! 


SAME AS PACK 1 A BUT 
WITH PHILIPS COLOUR 
VISION MONITOR (U.K) 

WITH 1084/S 
£599.00 

WITH 8833 £619.00 


INCLUDING VAT 






DIAMOND PACK 3 

AS PACK 2 BUT WITH HIGH QUALITY 24 PIN 
COLOUR PRINTER 

£725.00 

INC VAT 


ONLY 


DIAMOND PACK 4 


BATPACK, CONSISTS OF: A500, NEW 
ZEALAND STORY, BATMAN 2, 

FI 8INTERCEPTOR, DELUXE PAINT II + 
FREE MONO MONITOR 


ONLY 


£399.00 

INC VAT 
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DIAMOND - THE NAME YOU CAN TRUST f ggg? jSSVSt^gMRg 6 


Diamond Computer Systems Ltd 
406 Ashley Rd, Upper Park Stone, 
Poole. BH14. 

Diamond Computer Systems Ltd 
84 Lodge Road, Southampton. 
LAN Computer Systems Ltd, 

1045 High Road, Chadwell Heath, 
Romford. 

LHC Microsales, 121 Regents St., 
Leamington Spa, Warwickshire. 
Diamond Computer Systems Ltd 
227 Filton Avenue, Bristol. 
Diamond Computer Systems Ltd, 
Ballina, County Clare, S. Ireland. 


CHIP SHOP PRICES 


WE ONLY SELL NEW CHIPS 
A590 CHIPS 

0.5 MB £29.95 INC VAT 1 .0 MB £58.95 
INC VAT 

2.0 MB £115.00 INC VAT 
A590 £319 + VAT 

A590 2 MB POPULATED £399 + VAT 
8 UP BOARD CHIPS 
2 MB £109 + VAT 6 MB £319 + VAT 
4 MB £219 + VAT 8 MB £429 + VAT 
8 UP BOARD/SUPRA ONLY £160 + VAT 
8 UP BOARD 2 MB POP £279 + VAT 


■ 


★ SPECIAL ★ 

DIAMOND DRIVE 
THRU PORT 
ON/OFF SWITCH 

ONLY £49.95 INC VAT 

WITH 10 BLANK DISKS 
£53.95 INC VAT 
WITH METAL CASE £64.95 


SUMMER SALE NOW ON 



— 



WE ARE PARTICIPATING IN THE 
COMMODORE UPGRADE OFFER AND WE 
AREGIVING AWAY 1 FREE MEGA BYTE. IF 
YOU HAVEN’T RECEIVED YOUR MAILSHOT 
OR REQUIRE OTHER DETAILS 
PLEASE CALL. 


AMIGA 
IS WORTH OVER 

£ 800 !! 

When you part exchange it for 
a B2000 with an autoboot hard 


- 




DIAMOND 

CONFIGURED 

PACKS: 


disk! 

PART EXCHANGE YOUR AMIGA 500 
1.3 KICKSTART WITH 1/2 MEG UPGRADE 
GET AN AMIGA 2000 FOR £499 INC. VAT 
Phone or call in to a Diamond Store for details! 


AT System 
Amiga B2000 
AT Bridgeboard 
2090A 20 MB Autoboot HD 
Colour Monitor 







RENDALE 8802 
GENLOCK 
£179 INC VAT 

FLICKER FIXER 
£259 





PRICE BREAKTHROUGH 
A590 2MB POPULATED 
£399 INC VAT + DELIVERY 
INCLUDES CONNECTING LEADS 


VIDI AMIGA 
£99 INC VAT 




CAMERA 
£199 INC VAT 


VIDI + CAMERA 
£289 INC VAT 



MUSIC X 
The Ultimate 
Music Package 
Full Blown 
Version £69.00 
inc VAT 




ON \ VT: 






CITIZEN SWIFT 
COLOUR 24 PIN 
PRINTER 
£295 




SONIX V2 
£24.95 


XT System 
„ Amiga B2000 
XT Bridgeboard 
2090A 20MB Autoboot HD 
Colour Monitor 


Basic System 
Amiga B2000 
2090A 20MB Autoboot HD 
Colour Monitor 


Audio System 
Amiga B2000 + 2090A 
Colour Monitor 
Music X & Midi Interface 


■ , ■ 




Visual System 
Amiga B2000 + 2090A 
A2300 Genlock 
Deluxe Video’s 


DIAMOND MULTISYNCH 
MONITOR 
£295 


47IVIB Autoboot, Fast File System Hard Disk 
for B2000 - only £39540MS £395 - 28MS 
£435-111 MB, 23MS £695 







HIGH QUALITY 3.5” BULK DISKS 

INC VAT inc VAT 


10 


.5.00 


25 12.00 

50 23.00 

100 45.00 

200 80.00 




Add £4.95 for 80 capacity box 
AUTOBOOT 20MB HD & CONTROLLER FOR UPTO 7 
DEVICES ONLY £199.00 + VAT 


Phone for our 
incredibly low prices 
on the above 
systems! 


COLOURPIC 

Real Time Frame 
Grabber 

£489inc VAT 


SOFTWARE CLUB 

For just £20 a year you can obtain 30% 

discounts on software! 

Call with your credit card handy to 
obtain your free mouse mat! 

Comic Setter, Fantavision & Spritz 

£34.99 

Netherworld 

£5.00 

Star Wars 

£5.00 

Bombuzal 

£5.00 

Clownomania 

£5.00 

Saint & Greavsie 

£5.00 

Table Tennis 

£5.00 

Paperboy 

£5.00 

Mike Reid’s Pop Quiz 

£5.00 

Baal 

£5.00 

Menace 

£5.00 

Bloodmoney 

£5.00 

Amegas ) 

£5.00 

The Art of Chess 

£5.00 

Barbarian 

£5.00 

Buggy Boy 

£5.00 

Ikari Warriors 

£5.00 

Insanity Fight 

£5.00 

Mercenary 

£5.00 

Terrorpods 

£5.00 

Thunder Cats 

£5.00 

Sonix 

£24.95 




PRINTERS 

All printers in our range are dot matrix and include 
thefollowing features... 

Standard centronics parallel port for direct connection to 
Amiga, PC’s, ST, Archimedes etc. Tractor and friction 
paper feeds. 

PANASONIC KXP-1124 

24-PIN D. MATRIX PRINTER £199 

OKIMATE 20 

24-PIN COLOUR THERMAL 

DOT MATRIX PRINTER £159 

STAR LC-10 MONO 

Multiple font options from front panel, excellent paper 
handlingC64/1 28 version available. £1 25 

STAR LC-10 COLOUR 

Colour version of the popular LC-10, allowing the effect 
of fullcolour on screen dumps (requires colour printer 
drivingsoftware). C64/128 version available. 

STAR LC-24-10 

24 Pin version of the popular LC series with exceptional 
letterprint quality £199 

STAR XB 24-10 

24 PIN COLOUR PRINTER £439 

(INCLUDES COLOUR OPTION) 

CITIZEN SWIFT 

COLOUR 24 PIN PRINTER £295 

CITIZEN SWIFT 

MONO 24 PIN PRINTER £249 


MONITORS 


PHILIPS 8833 (U.K) 

COLOUR MONITOR WITH 
STEREO SOUND 

ONLY £1 99 

DIAMOND MULTISYNC 
MONITOR 

ONLY £295 
COMMODORE 1084/S MONITOR 

ONLY £1 99 

DIAMOND 30 MULTI SYNC 
MONITOR 

£379 


ALL PRICES EXCLUDE VAT. COURIER £5. NEXT DAY SERVICE £10. 

E & OE. All prices correct at time of going to press and aresub}ect to change without notice. 


ION £ STOCK CLEARANCE 
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TREASURE TRAP 

Electronic Zoo, Amiga £24.99 


he sunken treasure ship 
Esmeralda has been 
found, and its scattered 
cargo of gold could make you 
very rich indeed. So it’s on with 
the rubberware and brass 
helmet for some deep sea 
diving. The ship has over 100 
rooms, all presented in 
isometric 3-D. Needless to say, 





the Esmeralda is packed with 
marine life, from friendly 
Stingrays (which allow you to 
ride on top of them) to lethal 
octopuses, starfish and even 


homing mines! In an 
emergency you can release a 
smart fish, a nasty piranha 
which chomps up the baddies! 

You begin with six lives and a 
full tank of oxygen — which 
can topped up by picking up air 
cylinders. Differently shaped 
keys can be collected to open 
locked doors. Whenever you 


collect a multiple of 50 bars of 
gold there’s an opportunity to 
save the game. 



No plans for a C64 version. 


update 


PRESENTATION 88% 

Great intro, demo, map, save/load 
option, less delay between rooms on 
1Mb machines. Good manual. 

GRAPHICS 71% 

Imaginative and entertaining, 
including a podgy main sprite and 
vicious smart fish! 

SOUND 90% 

Magnificent, varied intro which goes 
on for ages. In-game FX are okay. 

HOOKABILITY 74% 

Control system and 3-D takes a little 
getting used to, but soon becomes 
addictive... 

LASTABILITY 77% 

..while various high scores (times 
and bars) keep you playing this 
tough challenge. 



A superbly presented and very 
playable arcade adventure. 



The bizarre intro, 
complete with a pad- 
dleship and magnifi- 
cent soundtrack, 
really sets the 
scene. Speaking as a fan of the 
superlative Knight Lore and 
Alien 8 I have to say the puzzles 
aren’t spectacularly new, but the 
familiar gameplay has been 
given a great new undersea 
twist. Racing to get the fastest 
50 bars etc is a good scoring 
system, the different scoring 
systems maintain interest. With 
amusing graphics and FX, this 
is well worth buying. 




▼ While our rotund hero overinflates himself with oxygen, a 
‘smart’ fish devours the baddies. 


I love the intro, the concept of underwater exploration 
and the idea of paying homage to a classic genre. I’m 
not too sure about setting the game within the confines 
of a ship and staying there: why couldn’t our diving friend 
explore outside the ship and provide a bit more graphic 
variety? It’s a fine game as it is but prolonged play reveals little new 
in the way of graphic style. The game’s certainly fun, though, and 
there’s a lot of enjoyment in getting through individual screens. 




miiii* itupn 



Electrocoin Software, Amiga 
£24.95 

T his SNK coin-op takes 
place in the aftermath of 
a cock-up, with the 
majority of a seven-man 
commando team captured 
soon after beginning their 
quest to stop Gylend, the 
mighty space dictator. In the 
coin-op Yohan and Ben survive 
to provide simultaneous two- 
player action, but the Amiga 


and C64 conversions have only 
one survivor whose 
companions have been 
scattered through five Ages. 

As you massacre Gylend’s 
minions objects are dropped 
which can improve your 
weapon with Tri-Shoot, 

Missiles and Lasers. A Big 
Boss at each level’s end 
guards one of your colleagues. 
Should the going get tough, 
you can use a warp gate to hop 
to another Age. 


Our Time Soldier blasts the enemy hordes before the eyes of some 
busty marble maidens. 



a Whatever went wrong with this conversion? The C64 
game lacked the simultaneous two-player mode but 
made up for it with some impressive blitter-style 
guardians amongst other things. Unbelievably the 
Amiga game lacks even an alternate two-player mode 
— I thought two-player action was a trademark of these Ikari 
Warriors - style games! There’s certainly a challenge with five worlds 
to go through: a pity it drove us up the wall trying to get through 
ONE level with NO continue plays and NO desperately needed 
energy pods. You really do learn to loathe the multiload. And this is 
supposed to be the most faithful conversion? Try again Electrocoin! 


I was disappointed 
with the extreme 
difficulty of the C64 
game and hoped for 
more of the Amiga 
game. Unfortunately it’s even 
more difficult, there isn’t a two- 
player mode and the graphics 
are disappointing with a poor 
main sprite and mediocre 
animation generally. Gameplay 
is incredibly hard, and made 
even more irritating by the 
painful delay in restarting the 
game when you die. If yog’ve 
the patience, the five levels and 
graphic variety might provide a 
satisfying challenge, but I got 
very little enjoyment out of this. 


PRESENTATION 39% 

Mediocre start- up sequence, 
irritating disk accessing on dying. 
NO two-piayer option. 

GRAPHICS 66% 

Unremarkable ST-ish graphics, 
lacking in detail and colour. 

SOUND 60% 

Choice of FX or music, both 
reasonable 

HOOKABILITY 37% 

Fairly simple to get into, but very 
high difficulty proves very 
discouraging. 

LASTABILITY 38% 

A big challenge, but only the most 
determined gamesplayer or 
dedicated fan of the coin-op will 
persist. 


VERALLI 
36% I 


A disappointing conversion, 
overly difficult and unexciting. 
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Electronic Arts, Amiga £24.95 



eing neat and tidy has 
suddenly become 
very trendy, both on 
planet Earth in Skidz and 
now in the fabulous 
underground caverns of 
Quiffy’s world. And who is 
Quiffy? Well think of a short 
Phil King, with a bigger quiff 
of hair, and painted green. 

Not a pretty sight, but this 
pudgy guy is our hero and 
we’re stuck with him. Other 
differences between him and 
Phil are: he eats trash (Phil 
creates it), he can climb up 
walls and across ceilings 
(Phil has to be helped up the 
stairs), and he’s a dab hand 
with all manner of weapons 
(Phil’s adept only with balls). 

Quiffy’s world is made up 
of 42 levels, each of which is 
completed a level by eating 
all the trash before finding 
the end-of-level teleporter. 
Quiffy has to be quick about 
T Quiffy crawls down the wall on 
cuddly) Psycho Teddies! 


it too, because he is pursued 
everywhere by the ghost of 
his chastising aunt. She 
appears a couple of seconds 
after Quiffy arrives on a level, 
and follows his exact route — 
only slightly faster! This is a 
problem because she drains 
Quiffy’s energy with every 
contact. Another problem is 
water: most of the caverns 
have a tendency to rapidly fill 
up with it. Quiffy can dive 
below the water, and swim 
about, but he can only hold 
his breath for so long... 

Sadly, most of the other 
creatures in the game are 
perfectly happy breathing 
water and they’re all after 
Quiffy. Leaping Psycho 
Teddies kill on contact — as 
do Sparkling Fungi, static 
objects which must be 
avoided. Just as dangerous 
are Doctor Dustys, which 
wear hard hats and love to 
throw around sticks of 
explosive! By comparison 
the right, dropping grenades on the 


Don’t be put off by the unimpressive screenshots, 
Flood is an extremely addictive game. This cute 
arcade adventure reminds me of New Zealand 
Story, especially with the touches of sick humour like 
Quiffy blowing himself up with a grenade! I especial- 
ly like the way the hero can crawl along walls and ceilings. Of 
course the rising water level adds an extra twist with the 
omnipresent danger of drowning — and sometimes you even 
have to dive deep underwater to get to trash. Add continue- 
plays and a simple password system to avoid frustration and 
you’ve got one of the most enjoyable cutesy games around. 


slovenly snails, ricocheting 
Beady Balls, floating Lumpy 
Wanderers, sleepy Plonkin 
Donkins and Vacuous 
Gombos are welcome. 
Although they all drain 
Quiffy’s energy. 

It’s just as well there are 
some weapons for Quiffy to 
collect, including grenades, 
dynamite and a Huge 
Flamethrower which will 
torch just about everything. 
Dying nasties even leave a 
heart of energy for Quiffy to 
catch. Other objects which 
can be picked up include 
Stout (extra life), Cocktails 
(brief invulnerability), 
Switches (discover secret 
objects and uncover secret 
passages), Plungers (briefly 
pauses flood) and Droplets 
(speed it up). There’s also 
mines which throw you up in 
the air, balloons for a more 
sedate ride upwards and 
parachutes for a calm 
descent downwards. Best of 
all there’s question marks, 
which give you a password 
enabling you to start at that 
level from then on. 
incredibly vicious (and not at all 


SCORE 001 


TRASH 36 LIVES 02 



This is great! The 
[graphics are a little 
disappointing with 
black backgrounds 
‘and little variety in 
the platforms and enemies, 
but all the sprites are imagina- 
tive and very well drawn. The 
weapons are superb, with 
excellent explosions and 
some great samples — espe- 
cially the rattle of a bouncing 
grenade. But it’s the game- 
play that matters, which is 
surprisingly varied. On some 
levels all you need is a quick 
trigger finger, other times it’s 
brainache time as you puzzle 
over which switches to press 
and in what order. I especially 
liked the levels where you had 
to use droplets to raise the 
water level, the tense deep 
diving and walking along the 
laser beams. My only real 
complaint is the price. While 
there’s plenty of well designed 
gameplay here, there are only 
42 levels and about a dozen 
enemy creatures. Still, any 
game that gives you a gun 
bigger than yourself, throwing 
a flame longer than a screen 
is well worth considering! 


PRESENTATION 76% 

Comprehensive and amusing 
instructions, vital password system 
and fun intro. Good quit and useful 
restart level options. 

GRAPHICS 75% 

Black backgrounds are 
disappointing, and level graphics 
aren't that varied, but the creatures 
and weapons are great. 

SOUND 80% 

Good intro tune and excellent 
• sampled effects. 

HOOKABILITY 84% 

Very easy to get into... 

LASTABILITY 77% 

..but 42 levels of varied gameplay, if 
not graphics, provide a substantial 
challenge. 



r 
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A superb arcade-adventure. 
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Accolade, Amiga £24.99 

S pbrts games are 
always difficult to 
simulate, look at all 
the rubbish footy sims, but 
Accolade got baseball just 
about right in the C64 
original. Now a couple of 
years on, they’ve come back 
for another whack at the 
sport, surrounding the basic 
Hardball game with a wealth 
of options. Most, such as the 
league, are designed to 
increase realism and 1 
lastability, with such 

■ 76 


Emlyn looks a little crude at first, but turns out to be 
surprisingly playable with a good ball control system. 
It’s pity there’s no scanner showing you what’s hap- 
pening off screen, but overall it’s easier to play than 
Kick Off and highly enjoyable. And the wealth of 
options should ensure it’ll keep you playing for months, 
although I hope you don’t use Phil’s skin coloured uniforms for 
that unique, ‘streaker’ effect. 


The C64 game 
was a classic. But 
almost two years 
later and in a 
crowded footy field 
the 16-bit version has insuffi- 
cient improvements to com- 
pete with the likes of Kick Off 
II. What it does have, though, 
is all the playability of the orig- 
inal. The control system is a 
bit difficult at first but once 
mastered it offers great flexi- 
bility in play, allowing you to 
do really intricate passing. 
And I just love those chanting 
crowd FX which really help 
the footy atmosphere. 


While I haven’t played the original, the principles of 
baseball are fairly straightforward. Success in batting 
rests as much on knowing when the ball’s ‘no good’ 
as actually hitting the thing. It’s certainly tough, and 
can be frustrating getting the timing just right. To 
begin with the joystick control is a little odd, illuminating your 
choice of pitch/shot for all to see. But rapidly pressing fire hides 
your decision well enough. In a match with Phil (which I won, of 
course), I found it fun, if a bit sluggish and crudely presented. 
Masses of options, including comprehensive substitutions, pro- 
vide lastability for baseball fans. But I’m waiting for 
Cinemaware’s effort to provide the visual spectacle this lacks. 


management challenges as 
making substitutions and 
changing fielding positions. 
But there’s also plenty of TV 
glitz, such as instant replays 
and different views of the 
action. 

The main part of the game 
is the pitcher-batter 
confrontation with both 
players choosing from five 
types of pitch/swing and 
aiming on a grid of nine 
squares. If the ball is hit, the 
view switches to the fielding 
screen with tiny animated 
players. 


I remember playing 
the original on the 
Spectrum years 
ago, so I was sur- 
prised that, even 
on the Amiga, the sequel isn’t 
that different. It plays very 
much like its predecessor — 
it’s still just as difficult to hit 
the damn ball! The graphics 
aren’t much cop either, very 
bland and PC-ish with a lack 
of detail. The game’s playable 
enough, though, while the 
new tactical options, action 
replays and league offer extra 
realism. 


Audiogenic, Amiga £24.99 

T he World Cup may be 
over but there seems 
no end in sight to the 
flood of computer footy 
games. Nearly two years after 
the release of the C64 
version (90%, Issue 43) 

Amiga Emlyn Hughes makes 
its debut. 

As in the original you can 
manage and play for any of 
eight international sides, 
picking the team from a 
squad of sixteen players of 
variable skill and fitness. On 
the scrolling side-view pitch, 


you take control of the 
nearest player to the ball. The 
player in possession has a 
variety of kicks (five possible 
angles and three elevations) 
at his disposal, achieved by 
holding down fire (for shot 
strength) and pushing in a 
direction. Tackling is 
achieved either by running 
into the ball or by pressing 
fire for a sliding tackle, 
though the latter can cause a 
foul. 

Game options include a 
league, cup, one- or two- 
player friendlies, and two- 
players against the computer. 


PRESENTATION 88% 

A wealth of options including 
elaborate team strip designer, 
save/load, league and player skill 
levels. 

GRAPHICS 70% 

Side-on view is a bit limited, but the 
players are adequately animated. 

SOUND 76% 

Very good crowd FX, authentic 
crowd mumble. Okay menu tune. 

HOOKABILITY 84% 

Very easy to get into, with intelligent 
ball control. 

LASTABILITY 75% 

A cup and a league provide plenty 
of lasting challenge, although the 
lack of a scanner limits elaborate 
, tactics. 


I overallI 

79% I 


A really fun soccer game. 


PRESENTATION 80% 

Loads of options including league 
and action replay. 

GRAPHICS 42% 

Sluggish and bland. 

SOUND 46% 

Poor rendition of American national 
anthem, basic spot FX and muffled 
speech. 

HOOKABILITY 63% 

Takes a while to set all the options, 
while hitting the ball takes practice. 

LASTABILITY 67% 

Masses of management options to 
rival even Player Manager. 


OVERALL! 
65% I 


A sophisticated baseball sim let 
down by poor graphics. 


EMLYN HUG HI 

INTERNATIONAL SOCCER 
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Mindscape, Amiga £24.99 


All of these cost money, 
earned by entering one of five 
types of biker event: 

Slow-Ride Contest: Ride around 
the road cones in the slowest 
time possible. 

Drag Race: A straight speed 
race against another biker. 

Hill Climb: Ride up a steep hill in 
the fastest time possible. Go 
too fast and you’ll tip 
backwards; too slow and you’ll 
fall off. 

Poker Run: The strangest card 
game ever invented. You 
compete with another biker, 
collecting playing cards off 
bikers standing at the roadside. 
At the finish the best poker 
hand wins. 


T he tiny town of Sturgis, 
tucked away in the 
Black Hills of South 
Dakota, may seem an odd 
destination for a loud, greasy 
Hell’s Angel like yourself, but in 
August Sturgis becomes a 
Mecca for about 80,000 bikers 
from all over the world. 

Of course there’s only one 
way to travel there: on your 
sturdy Harley-Davidson 
(affectionately known as a 
‘Hog’!). Though this can easily 
reach 1 0Omph, high speed isn’t 
always advisable. Speed cops 
patrol the highway, issuing on- 
the-spot fines to offenders. The 
road is also littered with 
hazards like rocks, puddles and 
other traffic 


A One of the attractions of hitting town — a superbly digitized petrol 


pump attendant. 

Weenie Run: A bit weird, this 
one. Your pillion passenger (a 
gorgeous blonde bimbo, of 
course) must try to bite as 
many of the frarlkfurters which 
hang from strings above the 
road! 

You can also get to mingle 
with other bikers (and improve 
your image) at parties. The 
guys might even invite you to 


camp out for the night — a 
great way to reduce rider 
fatigue. Who knows, by the 
time you get to Sturgis you may 
even be an ‘Ultimate Biker 
God’i^ 


Despite roar 
HjWEy the bikes and the ZZ 
,fl| Top-Style intro 
music, Harley 

— Davidson isn’t so 
heavy. It’s really a light-hearted 
mixture of enjoyable sub-games 
linked by a road section which 
gets tedious with the long dis- 
tances between towns. There 
are some nice touches though, 
like giving a girl a lift on the back 
of your bike and customising 
both your bike and your image 
— a pity then that these 
changes don’t show up on the 
actual riding screens. Once 
you’ve tried all five events, how- 
ever, there’s little else to see 
apart from some disappointing 
single-screen party scenes. 


too many 

crashes and you die. You’ll also 
probably want to slow down to 
pick up a beautiful blonde 
hitchiker! 

Starting out as a ‘Wanna-Be’ 
you’ll have plenty of time to 
upgrade your biker rank in the 
many towns along the way. As 
well as an essential gas pump, 
every town has a bike shop 
where you can buy lots of stuff 
to repair and customise your 
bike (better engines, tyres, 
transmission systems etc) and 
upgrade your image (a variety 
of jackets, helmets, boots, 
animal pelts, sunglasses and 
even tattoos). 

▼ The driving scene, with our grizzled hero stopping for a speeding ticket with a babe riding pillion 


Mindscape have numerous race games heading for 
release, but they’re all different — Harley most especial- 
i ly, with some sleazy adventure elements. The actual 
road section looks okay, but it gets a bit repetitive dodg- 
ing obstacles in the road, passing cars and stopping for 
hitchikers. Of course, you can speed things up but it’s a pity there’s 
no chase, once the cops see you, you automatically pull over for the 
fine. When you do hit town you can have fun customizing self and 
bike at the shop, ogling the digitized petrol pump lady and participat- 
ing in one of the events. These add variety, but suffer from PC-style 
graphics. The overall quest ensures the game has more lastability 
than most, but graphics and sub-games lack oomph for this enjoy- 
able game to be a big hit. 

N.B. Our copy glitched with a one meg Amiga, but worked fine with 
the upgrade removed. 


PRESS FIRE TO CONTI HUE 


PRESENTATION 84% 

Digitized screens are impressive, as 
is a good save/load/format option. 
Skill levels and an amusing, informa- 
tive manual. 

GRAPHICS 77% 

The race graphics are effective 
rather than impressive. Side graph- 
ics move well, but horizon graphics 
poor. 

SOUND 69% 

Good ZZ Top-style intro music, 
in -game limited to good engine noise 
and a couple of tunes announcing 
sub-games. 

HOOKABILITY 70% 

Mouse control soon becomes 
second-nature, but lack of arcade 
appeal limits instant addiction. 

LASTABILITY 79% 

Over the long term getting to Sturgis 
is a formidable challenge, made 
more enjoyable by plenty of sub- 
games. Never really compulsive 
entertainment, but a game to come 
back to. 


An off-beat and enjoyable race 


game 
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A The red cross shows how far you’ve got, with an optional digitized 
sequence providing graphical frills. 

/,THE LOST PATROL 

^^^^•Ocean, Amiga £24.99 where vou can select which 


Ocean, Amiga £24.99 

T he Vietnam War was a 
particularly pointless 
exercise: America 
dropped most of its bombs, 
more than were used in WWII, 
on the country it was 
supposedly defending — South 
Vietnam. The Lost Patrol 
doesn’t really deal with that, the 
GIs are still the good guys, but 
at least it’s about survival 
rather than victory. Set in 1966, 
the game starts with the crash / 
of a helicopter in some remote / 
highlands. 1 

As Sergeant Weaver your job 
is to lead the other six 
survivors in a trek across 57 
miles of jungle and swampland 
to the nearest US base. Booby 
traps, Viet Cong troops and 
snipers will ensure it’s an 
interesting trip. 

The main screen is a map 


where you can select which 
direction to march in. Hills and 
rivers slow progress down, but 
following well trodden trails 
makes you a sitting target for 
the VC. You can also decide the 
pace at which you march, how 
fast you consume rations and 
how often you rest, as well as 
how long you sleep at night. 
Periodically static screens 



come up showing what’s 
happening and occasionally 
there’s a short digitized 
sequence. 

Your trek is also interrupted 
by numerous arcade 
sequences. One of your scouts 
might run into a VC soldier, 
resulting in a simplistic Hand- 
To-Hand combat scene. You 
might also come under Sniper 
Attack. Here the screen shows 
a static picture of a village, as 
shots ring out tiny muzzle 
flashes can be spotted through 
your telescopic rifle sight. 

A sharp eye is also required 
for the Battle Sequence, which 
has you pinned inside a ruined 
farmhouse. As you hide behind 
a wall VC stand up to take aim: 
pressing the right button has 
you standing up to fire back or 
throw grenades. 

Somewhat similar is the 
Grenade Section with a VC 
sniper hiding in a field of 
wheat. Pressing fire pulls the 
grenade pin out, leaving you a 
few seconds to select the 
strength of your throw. The 
overhead-view Minefield 
Section has one man crawling 
ahead of the rest, using a 
bayonet to uncover mines. 

There are also confrontations 
with villagers who can offer 


I was relieved to find that, unlike most strategy games, 
Lost Patrol is surprisingly easy to get into. The game is 
well presented with easy-to-use menus and atmospheric 
pictures. I particularly liked the way the men in your 
command behave as individuals, occasionally disputing 
your leadership or even stabbing you in the back! Some of the 
arcade sections are also very playable — the Sniper Attack 
sequence is particularly tense with a neat telescopic sight effect. The 
only trouble is that after a few goes the game’s simple appeal starts 
to wear off and endlessly trudging through jungle becomes 
repetitive. 


The battle scene, with the wall scrolling down for you to use your M-16 and grenades. 



vital food supplies if 
questioned correctly. But for 
that unique My Lai touch, 
there’s an option to massacre 
entire villages. 



The heart of the 
game is strategic: 
picking your route, 
pace, rations and 
rest periods is 
critical to making significant 
progress. Providing graphical 
glitz are numerous static 
screens and occasional digitized 
sequences. The former are well 
drawn, although the palette is 
often a bit pale, while the latter 
are only okay. The soundtrack is 
also disappointingly bland, yet 
there’s no denying the overall 
impact is streets ahead of most 
strategy games. The arcade 
sections are okay, but none are 
outstanding. A more serious 
problem is the RAM save 
option, why no disk save? — 
possibly because the 57 miles 
isn’t that long for a game. It’s 
certainly not easy though, and 
going back to the start only to 
end up hitting the same booby 
traps again is frustrating. A few 
more missions would’ve made it 
better value for money. 
Nevertheless this is an 
innovative and interesting game 
which Vietnam buffs at least, 
might find very compulsive. 



There are no plans for a C64 ver- 
sion. 
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Ocean, C64 £9.99 cassette, 
£14.99 disk; Amiga £24.99 

A n Oriental demon has 
arrived in New York and 
recruited a massive 
army of street thugs to 
dominate the city. Only you can 
stop them. And who are you? 
Well, long ago when Japan was 
divided by warring states, the 
Shadow Warriors Secret Ninja 
Society was formed. 
Membership of the society is 
proved not by a special tie or 
weird handshake, but by 
knowing the Five Secret 
Ninjitsu Techniques: the Triple 
Blow Combination, Flying Neck 
Throw, Hang Kick, Phoenix 
Backflip and Tightrope 
Technique. 

Each Shadow Warrior has 



four lives, each of which 
comprises five energy units. 
One or two players (one only 
on C64) can take on the street 
thugs in six American 
neighbourhoods before the 
final Demonic confrontation. 
The first level is set in a fairly 
typical street, with some 
tightropes to walk along. Level 
two has the ninja crossing busy 
roads with hit-and-run drivers 
zooming along. There’s also 
mad bikers racing across the 
pavement on their Harleys. The 
next level takes place in neon- 
lit Las Vegas, then it’s the 
Grand Canyon! All of the levels 
have the traditional 
superbaddie or two at the end, 
so it’s as well there’s five 
continue-plays. 



Although the Amiga version has the usual pale Teque 
palette, it’s not too bad this time, with plenty of variety 
and detail on the levels. More importantly the combat 
moves are new and imaginative, the Flying Neck Throw 
being particularly impressive. In short, this is an 
excellent coin-op conversion which beat-em-up fans will love. 
Others may feel there isn’t quite enough new stuff to get that excited 
about, but there’s no denying this is a very well executed and 
enjoyable game. 

The C64 version is much less technically impressive, with the 
enemy sprites blocky and simplistic. The background graphics start 
off crude as well, but improve significantly with an atmospheric New 
York City on level two — albeit lacking cars. Gameplay is extremely 
tough with strict collision detection making landing a punch 
irritatingly hard. It seems impossible until you master the difficult 
throw technique (down and fire, despite what the instructions say). 
The game then becomes possible, but is acceptable rather than 
enjoyable. 


With one red-garbed warrior injured his blue comrade fights 


on. (Amiga) 

Besides the unusual combat 
moves, Shadow Warriors is 
distinguished by the players 
being able to leap onto ledges 
and objects such as telephone 
booths, barrels and hot dog 



It’s a chock-a-block 
’games market when 
it comes to beat- 
’em-ups and 
Shadow Warriors 
needs to be pretty spectacular 
to compete with the likes of IK+, 
Exploding Fist etc, etc. Aside 
from some fairly good 
backdrops I’m struggling to find 
anything good to say about the 
C64 game. There’s little in the 
way of enemy sprite variation, 
collision detection is overly 
precise and only the throw move 
works moderately well. 

The Amiga game works 
considerably better, with lots of 
coin-op style presentation, an 
excellent title tune and very 
good graphics. Despite the 
limited number of effective 
moves it’s highly playable and 
the two-player mode works a 
treat, (although Phil kept 
thumping me by ‘accident’!). 
Good fun, but level three is 
possibly too tough. 


The end of level one with the superbaddie leaping into action.(C64) 
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stands. If you throw a man into 
these objects they’re 
destroyed, revealing icons for a 
sword, extra energy, lives and 
points. The sword is pretty nifty 
to use, but getting hit results in 
it vanishing! 


PRESENTATION 83% 

Great intro, replicating coin -op 
start-up, plus excellent continue-play 
screen and interlevel pictures 

GRAPHICS 84% 

Lots of variety and detail, palette a 
tad pale in the Teque tradition 

SOUND 85% 

Great intro music, varying 
soundtracks for each level, tuneiets 
for continue-play, game over etc 

HOOKABILITY 87% 

New moves only take a couple of 
goes to master... 

LASTABILITY 80% 

...while six levels provide quite a 
challenge with each level having its 
own style. 



The best Amiga beat ’em up in a 
long while. 


PRESENTATION 55% 

Fairly speedy multiload, but it's 
irritating reloading level one when 
you die there No continue plays or 
presentation screens 

GRAPHICS 62% 

Disappointing enemy sprites, pals* 
and blocky, but the backgrounds 
improve on later levels. 

SOUND 60% 

Familiar Ocean beat 'em up FX with 
a few tuneiets before and after lev 
els. 

HOOKABILITY 52% 

Difficult to get into, level one reload 
irritating, but once you've mastered 
the throw progress becomes possi 
ble... 

LASTABILITY 58% 

...but while five levels provide a 
massive challenge, high difficulty 
and repetitiveness is ultimately dis- 
couraging. 



Not bad, but sadly lacking sufficient 
polish in gameplay particularly. 
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BACK TO THE 
FUTURE II 
(Imageworks) 

‘It’s your kids, Marty! 
Something’s gotta be done 
about your kids!.’ With 
perfect timing comes 
Imageworks’ first big film 
licence, just in time for its 
release on video while Part 
III hits the cinema. 

Back to the Future 2 is a 
five-part game starting with 
Marty in the future on a 
hoverboard (incorporating 
Zaxxon-style scrolling) as 
Marty tries to escape future 
Biff and Co. in the race to the 
town hall. Marty and Doc 
then go to future Marty’s 
house to rescue Marty’s 
girlfriend, Jennifer, in a 
brain-bending puzzle game. 
Complete this and it’s off to 
1985 but it’s Alternate 1985 
and Marty has to change 
time by fighting his way 
through Hill Valley to reach 
Biff’s skyscraper. Then it’s 
off at 88 miles an hour to 
1955 to the Enchantment 
Under The Sea dance where 
Marty is falling to pieces 
(literally!) in a sliding block 
puzzle game (complete with 
animated graphics and 
‘Johnny B Goode’ playing 
away). 

Finally Marty has to 
recover the sports almanac 
off Biff in another Zaxxon- 
style hoverboard section. 
Even then this isn’t the end 
as Part III beckons. 

Images are handling the 
production of Part II on all 
formats for imminent release. 
But already Part III is being 
worked on, with Probe 
Software and Hugh Riley 
converting the tale of the 
Wild West and Time Travel 
for Xmas time. 








A 


The Nightbreed movie wilt be converted into severaigame-types, 
this is the C64 arcade game. 


ne comes under attack from a flamethrower-wielding baddie 
mNightbreed. (C64) 


A Putting things back to order in the puzzling section three of Back 
To The Future II. (Amiga) 

▼ The second of the five stages in Back To The Future II is this beat- 
’em-up game. (C64) 


^ Marty catches a ride in 
Back To The Future II from 
Mirrorsoft. (C64) 













Infogrames unique beat-’em-up Metal Masters has massive robots 
using a wide variety of weapons on each other. (Amiga) 




Digital Magic immortalize the escape from ZZAP! Towers... I mean 
Colditz. (Amiga) 


Rotox’s unique rotoscope technique is used again in US Gold’s 
Operation Harrier. (Amiga) 

















▼ Ubisoft’s horror adventure game Zomb/ is due out now. (C64) 
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YOUR FIRST 


CHOICE 


FOR AMIGA 




AND WITH PACKS 1,2,3 & 5 YOU GET AN EXTRA. .. 

BRILLIANT BONUS BUNDLE 

ONLY FROM GORDON HARWOOD COMPUTERS!!! 






« POWERPLAY 

The Games 
’Plus' Pack 
Containing the super 
! 3 Powerplay Pack f & 
a Philips CM 8833 


The 'Extra' 
Plus Pack 

Take our 'Powerplay' 
Pack 2 and add Star's 
fantastic ICIO Colour 
PACK 3 Printer to give you the 
Ultimate Colour home 
entertainment computer 
system! 

{If you prefer another printer 
simply deduct £209,95 and add 

PUfV % the ?&* *f you 
: It ' require, choose from our lists} 

Amiga A500 + Bonus Bundle 
+1084S + Star ICIO Printer 


The' 

Games Park 
Probably the Best 
Games Potk around. 

I t You won't need to 
■ buy anything else 
for ages and you'll 
be able to start to 
use your Amigo the 
, . moment it’s out of 
i 1 the box! 

A500 + Bonus Bundle 


Amiga A500, Star LC10 
Colour Priafer, CM8833 

Processor, ’Superbase IP 
Database, 'Maxiphtn 500' 
Spreadsheet, Tutorial Disk, 
and Deluxe Paint W + 
Mouse Mat, Tea 3.5" Blank 
[ M Disks with library Case, 

* Three Great Quality Dust 
S<we Covers Tailored for Amiga, 


Dust Cover! 




\l 00**?"* 

A500 + Bonus Bundle 


Or spread the cost with our Finance Facilities 




REMEMBER TO CHOOSE EITHER YOUR FREE 'BATMAN' OR FREE 
•FLIGHT OF FANTASY' SOFTWARE COLLECTION A OR B WHEN YOU 
. BUY YOUR HARWOODS POWERPLAY PACK 1, 2 OR 3 

' BATMAN THE MOVIE&/M** * FLIGHT OF FANTASY 0 

• Batman the Movie Escape from the Planet of the Robot Monster^ 

New Zealand Story Rainbow lsland . t V -T 


2), Midi- 


udio, BBC Basic Emulator, Maxi 
i Logo, F18 Interceptor, 






I 


ORDERING AUDI EASY ■ COMPARE OUR SERVICE 

IRDER BY PHON& Phone our Order Hotline with your Mastercard, MM| EXPORT ORDERS: Most items ore available a! TAX FREE PRKB to non OK residents 

iccess, Visa or Lombard Charge Card quoting number & expiry dale. when visiting us or for export shipment. Please contact us for ordering information. 

REMEMBER AFTER YOU'VE BOUGHT FROM HARWOODS, WE'liSTIli BE HERE.. 

Personal or business cheques lake ?days to dear from day of receipt TECHNICAL SUPPORT: You wilt be given our Exclusive Technical Support Phone Humber to 

efore your order tsdespatched) call should you require any help or advice on any aspect of the system you Hove purchased, 

to se nd Nome, Ad fes «d ”! ft ' 1 2 MONTH WARRANTY: New itams pving My wilhin 30 Joys of purto »e reptol 

■nMV T «9a*nm»S«tB-^ £?i!L with HEW UNITS uifc otherwise staled. For the whole guarantee period, ell warranty service wr 

^aStSasxstsartBasM*' 

lelivery, UK Moinland most regions^ FULL TESTING PROCEDURE: All computers ore tested prior to despatch, ami oil items ore 

Goods normally despatched on day of ordering or payment clearance) supplied with mains plug and leads as required - just connect up and use straight away. 


nt scheme for virtually any order of £100 or 
!>.8% (Variable). Credit sale terms are available 
s of eighteen years or over, subject to status. 
i or write and we will send written details along 
cation form. Applications are required in advance 
Sable to full time U.K. mainland residents only. 

liable on request. 

Credit sale terms with or without a deposit, 

can be tutored to suit your needs. 

1 




AND NOW... 

You get a 
Great Mystery 
Software Title 
FREE loo!!! 











All printers in our range are Dot-Matrix 

■if MjhU the following features... 

Standard Centronics parallel port for direcfi [onnection to Amiga, 

PCs, ST etc. and come with.JREE CONNECTOR CABIESI 

STAR LCIO - 120/25 cps 

Our most popular Mono Dot-Matrix printer 
and at a super low price 

Q Multiple font options from front panel 
l 3 Excellent paper handling 


HARD DRIVES 

COMMODORE A590 20Mb HARD DISK DRIVE 
FOR AMIGA A500, WITH FREE O.S Mb MEMORY 
Commodore's own fiord drive for the A500 n . 

Li Autoboot with Kicksfart 1 .3 LO# 

j Sockets for up to 2Mb RAM expansion °T n 

j DMA access j Extemol SCSI port ^ ^ ^k ^k 

□ SUPPLIED WITH A FREE... A. 4 U If 

0.5Mb MEMORY EXPANSION ImmkJ 7 7 

A590 HARD DISK (As Above) WITH 2Mb MEMORY 

Q Expansion fitted and ready to use straight away 

NEW LOW PRICE ONLY...C499.00P 

40Mb VORTEX HARD DRIVE FOR BOTH 
AMIGA A500 AND AMIGA A 1000 

m For both A500 and Al 000 os supplied 


£159.95 


STAR LCIO Mkll - 150/30 cps 

Brand new superfast Mkll version of 
popular LCIO printer. 


STAR ICIO COLOUR - 120/25 cps 

Colour version of the LCIO 
O Some font & paper handling as LC1 0/LC1 Oil 


PHILIPS CM 8833 STEREO 

Foil 14" Stereo High Resolution Colour Monitor 

□ SCART Euro-connector fitted as standard 

□ RGB/Al, TIL, Comp. Video & stereo audio inputs 

□ Can ab be used as a TV with tuner or VCR 

□ Features fold down tilt-stand □ Twin Speaker 

□ FREE lead for computer of your choice 

j FREE 1 2 Month on site service warranty. Q 

pUaF^TJo^ C OAQ 

past Co»*r. ■ • Jk P Jm m W m 

COMMODORE 1 084 S 

Full 14" Stereo High Resolution Colour Monitor 

Q RGB/Al, TTL, Composite Video & Audio Inputs 

□ Con also be used as a TV with 

a tuner or VCR D 


GREAT VALUE AT ONLY... £499.000 

FLOPPY DRIVES 

EXTERNAL FLOPPY DISK DRIVES 

Q Enable/DisaWe switch 


□ 240 x 240 dpi Graphics 

□ Can use black LCIO ribbons 

□ Our most popular colour printer! 


STAR 1C 24 10 - 180/60 cps 

24 Pin version of the Star LC Senes with 
Q Exceptional letter print quality 

□ 360 x 360 dpi Graphics 

□ Additional font cartridges available 
Q 8 resident fonts 


□ Suitable for A500, Al 000, A200Q 

CUMANA ax 354 3.5” SECOND DRIVE 

□ 25mm Super slimline 3.5“ drive 

A REAL BARGAIN AT ONLY...£89.95 

CUMANA CAX 1000S 5.2 5" SECOND DRIVE 

□ Amigo DOS and MS DOS compolibk 

SAVE MORE THAN EVER...£1 29.95 

HARWOODS SUPERSLIM 3.5” SECOND DRIVE 

Q Extra storage ond great value too! 

’SUPERSLIM PRICE' ONLY...£64.95 


STAR XB24 10 COLOUR • 240/S0 cps 

Very fast LQ 24Pin Colour Printer 

□ Exceptional print quality 

□ 4 x 48Pin super letter quality fonts 

□ 24 x 24Pin near letter quality fonts 

□ Huge 27K buffer expandable to 1 87K 


(UK Mainland) 


£479.95*“ 
STARSCRIPT - 8ppm POSTSCRIPT USER 

□ 300 DPI, 2Mb. Memory upgradable to 5Mb. 

□ Emulations include: HP Series II, Epson EX800, 

IBM Proprinter and Diablo 630 

□ Serial/Parallel printer interface built-in 

□ Includes 1 2mth$ on site warranty (UK Mainland) r 
Q Every desktop publishers dream £1995.00 E 

CITIZEN SWIFT 24 PIN COLOUR - 160/5D cps 

Most competitive 24 Pin Colour Printer available Today!!! 

□ Push and pull tractor built-in 

□ Additional bottom feed for labels/multi-part stationery 

□ 360 x 360 dpi Colour Graphics 

□ 2Year Citizen warranty (UK Mainland) 


MUSIC X -FULL VERSION-SOFTWARE £79.95 

512K RAM UPGRADE £64.95 

Including.. .‘It Came from ifie Desert' and FREE... 

Mystery Major Amiga software title and 
Utility Software Disable Disk. 


£339.95 

CITIZEN SWIFT 9PIN COLOUR - 160/40cps 

New super high spec 9Pin colour printer 

□ 8K Buffer 

□ 4 Fonts 

□ Push ond pull tractor built-in 

□ Additional bottom feed for labels/multi port stationery 

□ 240 x 240 dpt Colour Graphics 

□ Best text quality in our 9Pin range 


COMMODORE 

AS01 RAM PACK £99.95 

GENUINE CBM ram pack with real time battery backed dock. This 
add-on DOES NOT invalidate Commodore's warranty. 

A520 TV MODULATOR £19.95 

QUALITY ACCESSORIES — - 

NAKSHA Microswitched Mouse £29.45 

FLOPPY DISKETTES 

10 GENUINE COMMODORE 3.5" BUNK DISKS £9.95 
QUALITY CERTIFIED 3.5" BULK DISKS (supplied with labels) 

Ten, with library case ■■■■■ £9.49 

Ten, uncased wSSfliQ £8.49 

a , uncased £49.95 

ed, uncased EjBSI £59.95 

Eighty with LOCKABLE storage case UBUttiy £54.95 


£249.95 

CITIZEN 1 20D - 1 20/25 cps 

Very reliable low cost printer 
O Interchangeable interfaces for Centronics RS 232 
or Serial type for CBM 64 etc 
Q 2Year Citizen warranty (UK Mainland) 


DIGIVIEW GOLD 4.0 VERS. 4.0 COLOUR PIC REAL 
Digitises static images in Black and Wtiite 
of FULL COLOUR {using filters provided} and 
ill resolutions supported (memory per milting). 

Creates iff ead HAM files. Uses 8&W 
{er colour witfi B&W mode) video cameras. 

£1 19.95 

HITACHI VIDEO CAMERA 


£U9.9$** 

mracters Per Second speeds quoted are Draft /LQ at lOcpi 
A FULL RANGE OF PRINTER RIBBONS ALWAYS AVAILABLE 


composite video scarce such as domestic TV 
video r etarder or camera in 5Qth of a second. 


Super Prite... m £ 439.95 D 
REND ALE GENLOCKS Q 

,8802 SflfePRQFKSIOMAl £189.95, 


Complete with SOFTWARE CONTROL CABLE & 
BNCto PHONO CABLE!!! 


8806 PROFESSIONAL £749.000 


SUMMER CLEARANCE SALE 

PRODUCTS AT LESS THAN ADVERTISED PRICES!!! 

PHONE NOW for deatails of our EX-DEMO and REFURBISHED STOCK 
Just about every product we sell at VERY SPECIAL PRICES and... 
ALL with a WATERTIGHT GUARANTEE now available! 


PHONE FOR 
LARGER 
QUANTITY 
DISCOUNTS! 


service and support we provide... 

MAKE HARWOODS YOUR FIRST CHOICE FOR STAR PRINTERS 


▲ A61 Chesterfield 


HARWOODS 
High St, Alfreton 


'*■ 
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and backgrounds are 
beautifully detailed...m 
playable than its arcade 
parent. Brilliant!" 


Join the resistance fighters in their crusade against the awesome powers of KING CRIMSON - the 
manic scientist, and his Crimson Corps - mere earthlings transmuted into treacherous fighting 
machines... giant armoured tanks, lethal circular saws, airborne fighters, mechanized snakes and 
many more. Each level throws you into confrontation with an enemy even more terrifying than the 
last. If you have the skill you can locate the weapons of your predecessors' failed missions - if you 
have the courage you can fight to reach 
YOUR ULTIMATE GOAL - THE DESTRUCTION OF KING CRIMSON HIMSELF. 

SO, POWER UP AND TAKE ON THE MECHANOID WORLD OF MAYHEM AND ITS LEADER - KING CRIMSON 


Ocean Software Limited • 6 Central Street 
Manchester • M2 5NS • Tel : 061 832 6633 
Telex: 669977 OCEANS G • Fax: 061 8340650 
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